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THE ONE 
AND ONLY... 

Here we are again, 
with our second 
new-look issue of 
The One (was it only 
a couple of months 
ago that we decided 
to bring you an 
Amiga-only 
magazine? It seems 
like years!). We've 
had a great deal of 
positive feedback 
since we first made 
the announcement 
that we were going 
to give up our multi- 
format ways and 
concentrate on 
bringing you the 
ultimate games 
guide for your 
computer - but we 
still want more! Let 
us know what it is 
you like about the 
magazine (so that 
we can give you 
even more of it) and 
what doesn't tickle 
you so much (so that 
we can wipe it out!). 
Tell us about 
absolutely 
everything • the 
disk, the cover, the 
Work In Progress 
Features, the 
Reviews, the Tips - 
even this Contents 
page! Remember, 
we're putting this 
magazine together 
for you, so let's keep 
it just the way you 
like it. But hey! 
What are you 
reading this bit for? 
Get on with it... 

Ciaran Brennan 



7 THE ONE 
DISK 

In one of the best 
cover disks yet, we 
bring you a complete 
'trainer' level for 
Gremlin's Team Suzuki, 
five levels of Logical 
(above), the addictive 
new puzzler from 
Rainbow Arts and this 
month's Goal-den Goal 
winner in action. 

10 LETTERS 

End sequences, lengthy 
decrunching and 8-Bit 
to 16-Bit conversions 
all come under 
discussion in the space 
that's yours... 

14 NEWS 

System 3's new stuff, 
US Gold Support Lines, 
and a fourth Indiana 
Jones game are among 
this month's red hot 
stories, along with our 
regular chart and Goal- 
den Goals. 



24 WIN A 
CDTV! 

A preview of a great 
competition to be 
launched next month 
in conjunction with 
Domark to celebrate 
the release of 
Incentive's 3D 
Construction Kit. 

26 

ENTERTAINMENT 
USA 

'Crazy* Dave Gruisin, 
our new correspondent 
from over the pond, 
tells us about all things 
groovy and gameswise 
from the good old U.S. 
of A. 

32 THE ONE 
ON ONE 

"Guess what?" said 
roving reporter Brian 
Nesbitt one day. "I've 
located the Bitmap 
Brothers' mummy and 
daddy." "Get outta 
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here..." we said. But he 
had too, and here they 
are in conversation 
with old Nessie 
himself... 

36 WORK IN 
PROGRESS 

Whew! There are no 
less than five *WIPs' 
for your delight 
and delectation 
this month. 
MicroStyle's 
3D Golf is at 
the 

forefront of 
sporting 
simulations. 
Storm's 
Rod-Land 
(right) is a 
fairy good 
conversion. 
We're shouting 
about Gremlin's 
Pegasus until 
we're horse. Mad TV 
from Rainbow Arts has 
made us all lose our 
horizontal hold on 
reality, and everyone's 
up in the air about 
Thalion's Airbus A320. 

42 

COMPETITION 

Atari is donating a 
super Lynx colour 
handheld console to 
one lucky 
reader - so 
paws for 
thought on 
this page, 
and if 
you're up 
to scratch 
you stand 
a fur 

chance of 
being the 
lucky 
winner. 



55 REVIEW 

The Secret Of Monkey 
Island leads off the 
most definitive games 
section anywhere. 

97 DEMOS 

Harrison Ford is 
digitised yet again in a 
superb Indiana 
Jones animation, 
while RoboCop 
is also making 
a metallic 
impression. 
And while 
all of this is 
going on, 
some 
superb 
Stealth 
Fighter 
cartoons slip 
by almost 
unseen. 

100 
BUDGET 

Cheap 'n' cheerful 
strikes again. On offer 
this month are Xenon 
II, Hard Drivin' and the 
fast and furious Miami 
Chase from Code 
Masters. 

102 ARCADES 

We get steamed up 
over Indy Heat (below), 





are awestruck by Strike 
Force, go round in 
circles in Battle Sphere, 
and take time out with 
Time Travellers. 

108 TIPS 

Make new gaming 
friends through 
'contacts' and then 
escape from Castle 
Master in our Classic 
Player's Guide, 




114 NEXT 
ISSUE 

Another complete 
game on our cover- 
mounted disk! Plus, a 
wonderful WIP special 
featuring Populous 2, 
RoboCop 3 (above) and 
the new Indy 
adventure. 



STRATEGIC WITHDRAWAL 

Apologies to strategy fans everywhere for the non- 
appearance of the final part of Matthew Stibbe's series, 
this was due to circumstances beyond our control. Normal 
service will be resumed next issue. 
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Amiga 
Repairs 



FREE 
SOFTWARE 



If something is wrong with your Amiga 
500 or C64, who better to turn to than 
the Commodore National Repair 
Centre. 

For all repairs to your computer, one low 
payment covers diagnosis, repair 
(including parts and labour) and delivery 
back to you. 

The experience and expertise of our 
technicians ensures that your computer 
is repaired to a high standard at a low 
cost. And each repair will be carried out 
within 12 working days! 

To schedule a repair and claim your free 
software, simply call Michelle or 
Audrey on 0733 391234. 

Please be ready to give your name, 
address, computer type, serial number 
and the type of fault. 

The cost is £49.95 for an Amiga 500 
and £39.95 for a C64. Payment can be 
made by cheque, postal order or credit 
card- 




Commodore National 
Repair Centre 




0733 391234 

FMG House 
Newcombe Way, Orton Southgate 
Peterborough PE2 0SF 



£49.95 
COVERS 

ANY 
REPAIRS 
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With The Help Of 

EMAP IMAGES LTD 

in Conjunction With 

GREMLIN GRAPHICS ENTERPRISES 

And 

RAINBOW ARTS PRODUCTIONS 
Proudly Presents... 




With A Special Guest Appearance By 
Anco's Kick Off 2 




TEAM SUZUKI 
• THE TRAINER 



"Pi 



ND AS THE 
RIDERS approach 
the first corner it's 
America's Kevin Schwantz 
leading from Mackenzie. 
Radigues, Sheene. Irons... 
and trailing way back in last 
place is British hopeful 
Cedric Blenkinsop. the 
schoolboy from East Cheam. 
part of the Team Suzuki 
line-up." 

Poor old Cedric, if only 
he'd spent more time 
practising on his computer 
before signing the multi- 
million pound deal with 
Suzuki, then maybe he'd 
have got to grips with 
Gremlin's classic 50l)cc 
simulator instead of getting 
to grips with that 
advertising board on the 
side of the track. 

But you don't have lo fall into 
the same trap as Cedric. Thanks to 
those awfully nice chaps at 
Gremlin, The One is proud to 
present a complete trainer level 
for Team Suzuki, just the thing to 
help you learn how lo take Ihose 
bends and handle your gears. 

This 'Trainer' level is a 
beginner's guide to the full 
program, with the speed slightly 
reduced and the handling made a 
touch easier, to allow you to 
familiarise yourself with the basic 
mechanics of riding one of the 
most powerful bikes in the world. 

For the purposes of this trainer, 
there's no way to damage (he bike 
- all you have to do is concentrate 
on learning the course and 




mastering Ihe controls. To begin 
with, you're given three minutes 
to complete a lap. Once this is 
carried out successfully, the time 
allowed is reduced - this process 
continues until the Trainer deems 
you fit to tackle the full program. 

INSTRUCTIONS 

In default mode, the bike is mouse 
driven (although there are two 
distinct mouse control methods 
and an option to switch to joystick 
if you prefer) using exactly the 
same system as is employed in the 
full game... that is: 
■tight Mouse Button - Accelerate 
Left Mouse Button - Brake 
Turn Mouse Left- Turn left 
Turn Mouse Right - Turn right 
But that's just to get the bike 



moving. There are also a few 
keyboard commands included to 
help you get a little more out of 
the game: 

Space - Backwards glance 

F2 - Rear view 

Fl - Return to forward view 



F3 - Remote view from behind 
(close) 

F4 - Remote view from behind 
(distant) 

F5 - External camera (adjust 
position using the cursor keys) 
Backspace - Pause 
R - Action replay 
C - Removes 'bike' display 
(forward view only) 
< > - Adjusts the brightness 
Help - Toggles control methods 
By the time you can complete 
the course in less than 50 seconds 
you've mastered this brilliant 
Trainer. You should now be 
confident enough in the saddle to 
tackle the extra courses, the 
realistic handling, the damage 
factor and - most of all - the 
opposition which are all waiting 
in Gremlin's Team Suzuki. 

LOADING 

Switch off your computer, insert 
the disk and switch on again - 
within seconds you will be greeted 
by a menu screen. Press '2' and 
the Team Suzuki trainer will now 
load automatically. 



LOADING PROBLEMS AND 
FAULTY DISKS 

IF YOU SHOULD EXPERIENCE any loading problems with 
either the Team Sitsuki trainer, the Logical demo or Ihe 
Kick Off 2 Goal-den Goals, then remove all unnecessary 
peripherals (printers, disk drives and so on) and try again. 

Should your disk still refuse to work, then pop it into a 
jiffy bag or padded envelope and send it, along with your full 
name and address, to: The One Disk Replacements, 
Diskform, Yeadon Airport Industrial Estate, Yeadon, Leeds 
LSI9 7XS. Please allow approximately 28 days (and 28 
nights) for your replacement to arrive. 
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AND YOU THOUGHT thai 
marbles were just for little 
boys to play with on their 
Summer holidays. Not so! Put them 
in the hands of a German 
programming team and you'll gel a 
highly-playable puzzle game out of 
them. 

There are live levels of this 
puzzling action to be experienced in 
our demo of Rainbow Arts' Logical, 
while the complete game contains a 
full 99 levels of ball-sliding and 
wheel-turning fun (see the review on 
page 63). 

Logical, as its name implies, is a 
game of puzzle solving. The idea is 
simple enough: each level contains a 
number of circular wheels joined by 
pipes - Ihe idea is to fill each of these 
wheels with four like-coloured 
marbles by manipulating the screen. 
Once a wheel is full. Ihe marbles 
explode and it turns black - turn all 
of the wheels black and you complete 
the level. 

The thing is. there are all sorts of 
obstacles along the way. For 
example, traffic lights indicate which 
colour the balls have to be for the 
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wheel to accept them, coloured gates only accept the colour indicated, colour changers change the 
marble's colour to the one indicated, one-way gates only allow (surprise, surprise! one-way travel - and 

so on... 

And just to make things that little bit 
harder. Logical hasn't only got one 
time limit - it's got two! The hour 
glass indicates how long you 
have left to complete the 
level, while the shaded bar 
running horizontally 
across the top of the 
screen shows how 




much time you 
have left to use the 
ball that's 
currently 

running back and forth along it, 
into play. Should either of these 
life and start all over again. 




waiting for 
timers run 



you to bring it 
out, you lose a 



CONTROLS 

The control method could hardly be simpler: pressing the 
right mouse button while the cursor is over a wheel rotates it 
by 90° clockwise; pressing the left mouse button while the 
cursor is over a marble shoots it along its adjacent pathway. 
And that's it! The rest is up to you. 

LOADING 

Switch off your computer, insert the disk and switch on again - 
within seconds you will be greeted by a menu screen. Press 1 and the 
five-level Logical demo will now load automatically. 
Before the game proper starts, you're greeted by an options screen 
complete with a text-line error) which allows you to switch off the music 
and/or the sound effects and also allows you to enter each level's password, so 
that you don't have to go back through screens that you've already completed 
unless you really want to, of course!). 



■ THE ONE IUNE 1991 






H 
I 





r is 1999, "World peace is being threatened by an unknown enemy force, 
and your accomplice have been chosen to lead an allied attack which will 
take ypu through eight different scenarios: 
War zone can be played by two players simultaneously, or as a single player 
me. The two prayer gome centres arouffd the interaction betwoen'tooth players, 
developing a need for teamwork and a 'cover my beck' style of strategy. 
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LUCASFILM'S 
LINE-UP 



SPACE CRUSADE AND 
PARASOL STARS! 

Plus Golf ins Greats And 
Trickshot Trials! 




0 DISK? SEE YOUR NEWSAGENT 
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INSIDE THIS ISSUE: 

• FIRE AND ICE - Graftgold's Red Hot Platform 

• TEAM YANKEE - A Guide To World E E 

• VIRTUAL REALITY - The Making Of 

A New World B= 

• SENSIBLE SOCCER - Football s ^» 
Never Been Such Fun ^El 



LETTERS 




THE CRUNCH BUNCH 

Dear The One, 

As I was loading my flrat demo disk a message appeared 
saying 'Please wait whilst decrunching*. Now. I know 
that large amounts of Information can be crunched to 
take up less room on disks - which is a great asset to 
you and other magazines which produce cover disks, so 
why don't software publishers follow your example? 
Surely this would mean that they could then produce 
less disks and could save both themselves and their 
customers money. 

Crunching would really come Into Its own with games 
which are stored on several disks • games like The 
Untouchables . Shadow Warriors and Elvira: Mistress of 
the Dark, It would be a particular advantage with the 
latter, although the game Itself is top-notch, the 
gameplay suffers badly as you have to swap the disks 
every few minutes. I once had to change the disk three 
times, just to make three moves! 



Please could you put my views to a software house and print 
what they have to say? 
Luke Dunn, 
West Yorkshire 

• Well software publishers? The ball's In your court! 



WHATEVER 
HAPPENED TO... 

Dear The One, 
I used to own a Commodore 
64 (OK. so nobody's perfect!) 
and one of my favourite 
games was Armalyie (by 
Thalamus) - in my opinion 
the best shoot 'em up ever on 
8-blt. The Martin Walker 
sonics and sprites were 
unbelievable and the 
gameplay was hugely 
addictive. I believe it's a must 
for any gamer's collection - 
so can you tell me why 
nobody has released a 16-bU 
version? 

Armalyie isn't the only 8-bic 
game which deserves to be 
released on 16-bit - The 
Citadel (also by Martin 
Walker) and The Lord of the 
Rings are Jusl two more 
examples. I hope you can 
shed some light on this 
subject, as I know there are 
many more 'converts' out 
there asking themselves the 
same question. 
Anthony Seddon, 
Lancashire. 

• Yes and what about Revs, 
or Thrust - or even the 
immortal Head Over Heels 
(which was recently spotted 
being put through Its 16-bit 
paces up in Ocean's 
Manchester HO, so maybe 
there's hope for that one 
yet)? There are a great many 



8-blt 'classics' which have 
never made it to the next 
generation - just about 
everyone has their own 
favourite... what's yours? 

DESIGNER BLUES 

Dear The One, 
A few months ago. you 
printed a letter from 
someone who wanted to 
know what to do with his 
idea for a game, but your 
answer wasn't that helpful! 

I siarted thinking up games 
to give myself something to 
do on ihe way home from 
work - (hen I started taking 
my Ideas further, until finally 
I ended up doing a full-blown 
instruction book including all 
the layout and workings of 
the possibly finished product 
Once I had written il all up, I 
put it in a drawer, where it 
remains to this very day! 

I'm probably a bit better off 
than ihe other reader, as I do 
the graphics for a demo 
group, but this group is only 
interested in getting vectors 
10 fly around ihe screen. I 
decided to write to a 
software publisher who 
published the sort of game 
that I designed - it might not 
come as too much of a 
surprise to you that I got 
absolutely nowhere. 

I can understand thai 
software companies are busy 
places and maybe they can't 



waste their time going 
through loads of Ideas and 
on-screen demos, but like 
your other reader. I think 
that new. 'fresh' ideas may be 
sitting out there with no 

■ chance of being used. 

One solution might be for 
software houses to form 
I small groups whose specific 
I task would be to look at 
people's Ideas with a view to 
developing any good ones, 
j While I'm on the subject, if I 
send my idea to a software 
house, how can I easily 
protect my ideas - Is It true 
that you cannot copyright a 
computer game? Anyway 
thanks for listening... 
Name and address withheld 

I • You're welcome. Now 
down to business. It's not 
true that you can't copyright 
a computer game - although 
- the process Is a relatively 
lengthy and costly one, so 
you would really want to be 
sure of your game before 
getting Into it. The reason 
that your game was 
overlooked by the software 
company that you sent it to 
was because it was simply a 
written draft (at least that's 
what your letter implies). 
Your game idea would have a 
far better chance of 

■ acceptance if some of your 
ideas had been put Into 
practice, or ewn if it 
included some rough 
graphics. If proof were 
needed that software 
companies do accept games 
from newcomers, turn to the 
review of Elf on page bo. Not 
too long ago, this brilliant 
arcade adventure was taken 
to Ocean by two complete 
newcomers, Paul Oglesby and 
Damian Slee, and now here it 
is only moments from the 
shelves. Remember, if at first 
you don't succeed... 

WINNER TAKES 
ALL? 

Dear The One, 
I totally agree with Derek 
Richardson (April letters) 
about end-of-game 
sequences, which in most 
cases are obviously an 
afterthought on the part of 
the programmer. 

The games manufacturers 
say that they can'i waste 



valuable memory and 
programming time for the 
sake of a few elite gamers - 
and I can see their point of 
view - but people who are 
now paying more than £25 
for a game are not satisfied 
with a disappointing 'well 
done' message alter hours of 
practice and perseverance. 

So what can be done? All 
we players want Is an 
Incentive to complete the 
game. So far. this has always 
been the end-of-game 
sequence which is almost 
always an anti-climax. It's 
about time that 
manufacturers thought up a 
new 'incentive' for gamers. 
This could be in the form of 
Treebies' from the software 
house whose game you have 

j completed, and it needn't be 
all that special - something 

j like posters or demo disks 
would do. 

Proof-or-purchase cards 
could be included with games 
so that you could show 
you've actually paid for it - 
and to prove you have 
completed a game the 
programmer could 
Incorporate a saveable high- 
score table into the program 
(of course, provisions must 
be made for the continue' 
options in games where your 
score is reset). 

Software houses may argue 
that the idea would be too 
costly, but as they stated 
themselves, few people 
persevere to complete a 
game, so their profits would 
hardly be denied. Having 
'freebies' could actually 
stimulate interest in a game 
and therefore push its sales 

I up- 
Darryl Byrne. 
Manchester 

• And speaking of end 
sequences... 

MORE TURRICAN? 

Dear The One, 
1 have recently completed 
Rainbow Arts' new release, 
Turrican 2 - The Final Fight. 
Afler two hours of battle 
with the final guardian. I was 
presented with an artistic 
picture of the explosion of 
the satellite thai had 
previously Imprisoned the 
planet of Lonorin. Then I was 
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lold to look oui for Super 
Turrican. Could you lell me if 
■his is a myth, or is it 
seriously being discussed 
amongst the programmers? 
Richard Jenkins, 
Birmingham 

• Well Richard, the boys at 
Rainbow Arts won't say - bur 
as It's on the end screen... 

DEJAVU 

Dear The One, 
I would Just like to say what 
a good game Shadow 
Warriors is. But at the end of 
levels one. two, and four, the 
men are easy to beat - and 
the end of level four has the 
same sprites as level twol Is 
this because the 
programmers couldn't think 
of any more sprites, or is 
there a belter explanation? 
James Rice, 
Braintree 

FIGHTING TALK 

Dear The One. 
1 have recently played an 
arcade game in which you 
control one of three players, 
Haggar, Guy or Codey. It is a 
one or two player game in 
the Srreel ftg/ifervain. Do 
you know if it's available yet? 
Alex Warren, 
Wilts 

• The same that you 
remember so fondly is 
CapCom's Final Fight, which 
Is currently under 
development at US Gold, the 
company that publishes all of 
CapCom's games. Watch out 
for a review over the next 
couple of issues. 

LIVID OVER LYNX 

Dear The One, 
I am putting pen to paper 
over an incident which has 
annoyed and upset me 
greatly. I bought an Atari 
Lynx colour handheld system 
earlier this year - and 
although it was expensive. I 
believed it was worth it. 

You can probably Imagine 
my dismay when I discovered 
last month that my 'good buy' 
had not only been 
completely redesigned, but 
also halved in price. I now 
find myself holding a piece of 
electronic wizardry that is 
just a few months old. yet 
worth only a fraction of what 
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THROUGHOUT THE ONES long and glorious 
lifetime, we've never been short of one thing - 
lively debate on the letters page. Whether it 
was the old my computer's better than yours' 
silliness from the old multi-format days to 
whether or not the magazine should branch 
out to cover consoles. Anyhow, we've now 
decided to create a brand new section for 
letters of this type, so whether you want to 
spout about one of the topics mentioned 
above, or anything else for the matter, then 
Speakers' Corner is the place for you. So, 
without further ado... 

ENTER THE GREAT DISK 
DEBATE? 

Three and a half inch square plastic casings 
and a heart of pure silicon - love 'em or loath 
'em cover-mount disks look as though they're 
here to stay, As ever, the great reading public 
has mixed views on the matter: take, for 
example, the words of wisdom (rom Lee 
Sanders of Bury St. Edmunds... 

'Your magazine Is one of the best around, 
but why do you insist on having that worthless 
piece of plastic on the cover?" 

OK, so we should get rid of them... but hold 
on a minute, let's hear from London's Mitchell 
Pollington first... 

"/ am writing in response to the letter from 
Klu/ar Durrani, who seemed to think that your 
cover price was unreasonable as you 
effectively charge Li for a disk. Well, That Is 
the same price as a P.D. disk and your disks 
are often as good. If not better. " 

Confused? We are! Well, not really, as one 
thing that never changes is that if you get a 
letter expressing a strong opinion one day, it's 
almost bound to be followed by another one 
saying the opposite. Still, if anyone else has 
any views on the matter, you know where we 
are. 

AND NOW... AN OLD 
FAVOURITE 

Dear old piracy. Where would our letters page 
be without it? The subject of illegally copied 
software is obviously something that still 
occupies your minds as the flow of mail on the 
subject is, if anything, becoming stronger. One 
reader, who wished to remain anonymous put 
pen to paper thus... 

"Six \sveks ago I sent FA.S. T. a letter 



containing the names and addresses of a 
group which I know to be costing die software 
industry thousands of pounds each month. I 
have phoned F.A.S.T. several times since, but 
the pirates are still operating today. It s no use 
passing on information to F.A.S. T if they're not 
prepared to act on it. Could you tell me how 
many raids, arrests or convictions they make a 
year? 

Many of our readers believe that piracy is in 
fact caused by the high price of software, a 
point raised once again, by Mitchell Pollington 
of London... 

'If the price of software was reduced to 
around £15, many mure people would buy the 
software and programmers would make just as 
much money - probably more. " 

Let's clear this point up for once an for all: 
piracy is nothing to do with the price or 
software, it's all about people taking 
something that doesn't belong to them - In 
other words, theft, And speaking of thieves... 

"/ am a fully-fledged pirate. I pirate games 
on a regular basis and most of the time I get 
them a week after or before the games are 
released into the shops. It Is sad that I am 
forced into this, but I have to. I earn Lb a 
week on my paper round and simply can't 
afford to buy the games I want. I agree that 
piracy is bad and I don't get as much 
enjoyment out of a game when it's copied as I 
would have done if I'd been straight atmut it 
and bought it. I think I speak for all pirates 
when I say, 'until the price of games comes 
down, we will just keep on hacking'. " 

This sad little piece was put together by a 
coward who chose to call himself The Shade' 
appropriate enough really, as theft is one 
shady business. One small point I'd like to 
clear up though Is who exactly Is 'forcing' this 
git to steal his software? That argument just 
doesn't wash: if a person not being able to 
afford something was a valid excuse for 
stealing it, then they may as well take the 
locks off the doors of Porsches and leave the 
keys in the ignition. No matter what your 
views are on the cost of software (which is a 
debate in itselD. you have no right to take 
something that legally belongs to someone 
else. Make no mistake, piracy - no, let's call it 
what it is - software theft is carried out by a 
few greedy individuals who think that they're 
beating the system. They are, but they're 
beating it to death. 



Got something to say? Then get it off your chest by writing to; The One, 
EMAP Images, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU 

(faxed correspondence is also welcome, on 071 490 1094), You could even 
win a T-shirt if your letter is chosen as the Letter Of The Month. All letters 
should be written (or, preferably, typed) on one side of the paper only and 
confined to a single sheet. We reserve the right to edit any letter to fit. 
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I paid Tor It. 

I fail to understand why 
Atari didn't take the extra 
few months to get the design 
right instead of releasing two 
versions. This Just goes to 
show that many companies' 
mam priority is making a 
quick buck and lias nothing 
to do with customer care. 
I would like to warn readers 
not to leap in to buy a new 
piece of technology as soon 
as it's released. It often pays 
to wail a while to see how It 
develops before taking the 
plunge. Though this may 
seem like a cynical way to 
approach new products, it 
may be the only way to 
protect ourselves until these 
companies change their 
policies. 
Keith Gratlon. 
Leicester 

• Ouch! Biner words Keith. 
We can take it then, that 
Atari won't be receiving its 
usual card from the Gratton 
household this Christmas? By 
the way. you'll be kicking 
yourself even harder when 
you turn to page 42 and see 
what's on offer in this 
month s competition! 

HOOKED ON 
COMPUTING 

Dear The One, 
I am a keen angler, and 
nothing (except, perhaps, 
playing on my computer) 
beats a peaceful day on the 
river. Do you know if there 
are any fishing games or 
simulators in existence? 
Fishing is a popular hobby 
with young and old, but 
doesn't seem to get any 
coverage at all. So It would 
be nice to see games 
manufacturers doing all us 
fishermen a favour and 
giving us the chance to fish 
whenever we like in the 
comfort ol our own homes. 
Simon Playle, 
South Humberside 

• The almost god-like Jack 
Charlton did once lend his 
name to an 8-bit fishing 
'simulator' ("You've got to put 
the fish under pressure!"), 
but this gem has so far been 
conspicuous by its ib-bit 
absence. Anyone out there 
know of a game 10 bait 
Simon's hook? 




SERGEANT SOFTWARE 

Are you in desperate need of software? Then 
why not try the commander who cares? Send 
your begging letters to: Sgt. Software, The 
One, EMAP Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 



Dear Sarge, 

I am having great parental problems. My 
mother has banned me from spending a 
penny for six whole months. All of my games 
are completed and re-completed. My dreams 
of owning such games as Sim Earth, Botics and 
Supremacy ate shattered, All my hard earned 
money is put into an untouchable bank 
account for later life. You are the only one 
who can help. 
Neil Dear, 
West Worthing. 
West Sussex 

• Been banned from 'spending a penny' for 
six months - blimey! You've got far bigger 
problems than a mere shortage of software. 
Sorry Neil, in your predicament any donation 
would be wasted. 

Dear Sarge, 

I'm a wreck. I go to a highly respected school 
which I should be proud of. but I'm not. I am 
in the first year and am extremely unpopular. 
Our year is divided into two groups: the cool 
dudes who smoke and drink and do not even 
know what it is like to be bullied, and the 
people who are bullied constantly, don't 
smoke, don't drink and spend most of their 
time trying to avoid the cool dudes. 

This group is a minority to say the least - 
three people have already left the school as a 
result of bullying and it's only our third term. 
Whenever I go anywhere near some people I 
get it. I don't know what to do. I just want to 
be left alone. 

How can I stop the bullying? Please don't tell 
me to ignore It because I can't. I can ignore 
verbal teasing aimed at me, but not against 
my family and I can't ignore any form of 
physical teasing or bullying against anyone - 
that's why I became unpopular in the f irst 
place. One of my friends was being bullied - 1 
refused to let it lie [he would've let it lie - Vic 
Reeves] and ended up getting bullied myself. 

My only joys in life at the moment are 
holidays, going home to my parents and 
playing on my computer (for which I can't 
afford any decent games). Please help me. 
Desperate, 
Farnham, 
Surrey 

• You have got problems: going to boarding 
school, suffering bullies - and having a silly 
name like Desperate! It's the least I could do 
to send you £100 worth of software (which 
you can always use as a bribe to stop the 
beatings I). 

Dear Sarge, 

In my neighbourhood there were a lot of 
pirates, they sold games and nobody could 
touch them. I tried to stop them, to talk with 
them, but they wouldn't listen, so I decided to 
destroy them. 



I bought guns and rifles and I attacked. I 
fought the pirates for a whole month and 
destroyed many of them, but I was wounded 
in battle. I went to hospital where I had five 
operations. But pirates came to the hospital, 
took me prisoner and tortured me. The 
greatest pain for me was the moment when 
the pirates burned all my games, 

I got angry, broke my chains and ran away. 
Now I am under police protection, I have an 
Amiga but I have no games, and I can't buy 
any new ones because the pirates are 
threatening every legal seller that if anybody 
sells me games, they will kill them. Sergeant 
Software, you are my only hope. 
Tepk Dragan, 
Novi Sad, 
Yugoslavia 

• Whew! Piracy is obviously a far more serious 
problem in Yugoslavia than it is over here. 
Sorry, Tepic, but if the piracy problem's that 
bad then I couldn't possibly send any software 
to your country. 

Dear Sarge, 

My brother and I share a computer. He has a 
paper round and so can afford to buy a 
computer game every few weeks. This would 
be no big problem if he would let me play 
them, but he won't. I would get a paper 
round too if I could, but I am not old enough. 
I don't get any pocket money so I hardly ever 
get a new game (except when I do a few jobs 
around the house, and that only earns a few 
quid). Please send me some software or 1 will 
die of boredom. 
Andrew Marks, 
Cheslyn Hay, 
Walsall 

• It seems a shame that all of that software is 
going to waste in your house, why not use 
some initiative to get your hands on it. Have 
you thought about blackmailing your 
brother? Maybe he has some disgusting habits 
that he wants to keep quiet, or he fancies 
some girl at the Comprehensive that he 
doesn't want anyone to know about 

Dear Sarge, 

My Dad bought me a computer last year for 
Christmas. To my great surprise, he bought 
£200 worth of educational software as well. 
Once I saved up all my money to £20, and 
gave it to my mum to buy a beat 'em up - she 
came back with a chess simulator. I am not 
allowed to buy any fun games such as Stealth 
Fighter or Gods, as this was a waste of money. 
I am gradually turning into an egghead and I 
am a really boring kid. Please could you send 
me some nasty, horrible time-wasting games. 
Alan Boyle, 
Kilwinning, 
Ayrshire 

• You got It! 
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Gremlin. Graphics Software Ltd., 
Carver house, 2-4 Carver Street, 
Sheffield SI fcFS 
Tel: (0742) ^423 




ii«*n>Qut*si 1996 Milt. m Bradfe) Ltd 



Available On: 
Amiga • Atari ST/STE • 
Spectrum, Amstrad and 
C64 cassette & disk 

(PC WRSIO.X AVAILABLE SUMMER 91) 



NEWS 



IT'S ALL 
IN THE 
BOOK 

HELP IS ON ITS 
WAY for those 
who need it 
with the 
Infocom classics 
recently 
re-released by 
Virgin 
Mastertronic. 
Virgin is 
putting 
together two 
volumes of 
hints, tips, 
maps and 
object tables 
covering all 10 
Infocom games 
in its budget 
series, including 
Hitchhiker's 
Guide, 
Enchanter, the 
Zork trilogy and 
the immortally- 
named Leather 
Goddesses of 
P hobos. The 
books will cost 
£9.99 each and 
are due to be 
published in 
August. 




ALL 
WIRED 
UP 

THIS STRANGE- 
LOOKING LUMP 
OF MECCANO is 
the Virgin 
Gamestores' 
Android. 
Manufactured 
by Nordank 
Murrell. the 
Android is 
being used in 
Virgin 
Gamestores in 
Kingston and 
Oxford to 
attract 
customers to 
the computer 
displays. 






CASI*. THRILL AND SWOON as the Red Arrows flash overhead at the 
International Air Tattoo '91 - but reniembei, If you're not in, you can't win! 

COME FLY WITH US... 

...AND MICROPROSE, as the 'King Of The Sim' has a fiight-tastic 
prize up for grabs for no less than five lucky readers of The One. 

That's right, for no apparent reason, MicroProse is offering the five 
winners of this great competition a pair of tickets each to the 
international Air Tattoo '91 at Gloucestershire's RAF. Fairford on 
either July 20th or 21st. where they'll not only get to look at loads of 
aeroplanes and stuff - but they may even get a chance to meet some of 
their favourite The One journalists! 

And to be in with a chance of winning one of these five pairs of 
tickets, all you have to do is name three MicroProse flight simulators! 

That's it, just put the names on the back of a postcard (or a sealed 
envelope) and send it to: Fly Boys, The One, EMAP Images, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU, to 
arrive no later than June 10th. 

INDIANA JONES RETURNS 



TETRIS 
RELAUNCHED 

TETRIS. ARGUABLY THE 
GREATEST puzzle game of all 
, time (in fact, some would say 
ilte greatest computer game of 
all time), is about to resurface 
after a long, enforced absence. 

Having first appeared over four 
years ago, this classic test of 
logic and dexterity was soon put 
on ice by 

Mirrorsoft, its •* - 
original 
European 
publisher, 
when a major 
legal row 
broke out in 
the U.S. over 

who owned the game's rights. 

It appears that Nintendo won 
that particular argument, as the 
game now comes packaged with 
its Gameboy handheld. 

Now however, French-based 
Infogrames has somehow 
snapped up the rights to 
relaunch the game into the 
European market - and 
obviously thinks that the game's 
long-enForced absence should 
have kept interest high enough 
for it to sell at £19.99. 

Although the publisher and 
packaging may have changed, 
the gameplay remains the same: 
you rearrange a random series of 
falling blocks to make complete 
lines at the foot of the screen. In 
this version, the speed can be 
varied, your high scores can be 
saved and you can play in 
tournament mode with up to 
five other players. 



LUCASFILM HAS JUST ASTONISHED the World by announcing that it has begun development 
fourth Indiana Jones game - even though there may never be another Indy movie! 

Indiana Jones And The Fate Of Atlantis puts the intrepid archaeologist on the trail 
of Nazi sympathisers who've stolen ancient artefacts, believed to have been 
excavated from the fabled lost city of Atlantis. 

Although LucasArts (the parent company behind all of George Lucas 1 products, 
including the Indy computer games) still denies that there will be another Indiana 
Jones film, the game's scenario is also being used for a series of comic books 
(right) and rumours are rife that Harrison Ford has actually agreed to don the hat 
and jacket for one last crack of the whip. 

Just like Indiana Jones And The Last Crusade, this latest game will be released in 
two separate versions - one in the usual Lucasfilm adventure style, the other an 
arcade action game which is being developed in the UK. by Attention To Detail. 

Indy fans should pencil in October and November in their diaries as potential 
release dates, however no price for either version had been decided at the time 
of going to press. 
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THE HARRIER AV-8B, next for the 
Simis treatment when Domark's 
finished with MiCs. 



NEWS 




WOULD YOU BUY A COMPUTER GAME 
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UP, UP AND AWAY 

HE MAY LOOK LIKE ROCKET RANGER, he 
may sound like Rocket Ranger, he could even 
fly like Rocket Ranger, but the Rocketeer is 
actually the star of a brand new film from 
Disney due for release later this year. In a 
story which pays tribute to the classic serials 
of the '50s, an American scientist discovers an 
ancient rocket pack and proceeds to fight for 
truth, justice and the American way in a 
struggle against the evils of Nazidom, Tlic 
Rocketeer opens in the U.S. on June 21st, a 
British release date has yet to be confirmed. 

SIMIS SCORES A 
FIGHTER DOUBLE 

THE M.C-29M SUPER FULCRUM may be a top- 
secret Russian fighter plane, but that hasn't stopped 
those intrepid chaps at Simis (the team behind 
Domark's MtG-29 Fulcrum simulator) from digging 
up all of its technical specifications. 

So it comes as no surprise that this advanced 
Soviet fighter plane is to be the subject of the 
follow-up to MiG-29 Fulcrum, with new 

performance 
ratings, combat 
scenarios, and a 
redesigned 
control panel. 

Domark plans 
to release the 
game in 
September, to 
coincide with 
the first public 
showing of the 
real-life MiG- 
29M at the Paris 
Air Show. 
Anyone who 
already has the 
original program, and doesn't fancy paying another 
£30 for the new version, will be able to buy a special 
upgrade for around £12. 

But Domark isn't confining itself to simulating 
Eastern Bloc aircraft, as the American version of the 
Harrier Jump Jet, the AV-8B, is also about to get the 
Simis treatment. 

Harrier Assault isn't due for release until late next 
year, but the basic gameplan is already taking shape 
- you'll play the part of the Commander of the 
Rapid Response Force, setting objectives for your 
team of US Marines. 




WE WERE CLEANINC OUT our picture files just the other day, 
when we noticed just how many pictures we had of Domark's joint 
managing directors, Mark Strachan and Dominic Wheatley, either in 
silly poses or dressed up in costumes so outrageous that you'd be 
embarrassed to go to a fancy dress party in them. 'Would these men 
do anything to sell a computer garnet we asked ourselves. On the 
evidence of the following pictures, it looks as though the answer 
could only be a resounding 'yes'... 




THEY'D RELEASE THEIR GAMES on THEY'D DRESS UP as hippies (*I 
the Enterprise {keeping straight faces)-, think I'm silting on my loss-stick'}... 




THEY'D BOWL A MAIDEN OVER 
(Mark's outfit is by David Icke) , 



IHEY'D SACK the reindeer... 



THEY'D 
STAND IN for 
Dad Quayle in 
the event of 
George Bush 
becomin 
incapacitated... 




THEY'D LOOK 'REAL MEAN' {apparently, Dominic - he's the one on the left 
was asked to look as frightening as he could for this shot, but all he could 
manage was this polite sneer)... 



THEY'D LOOK SHAKEN, not stirred... 
Actually this is a pretty good picture to 
finish off with, as it raises more than its 
fair share of questions. For instance, why 
are Dominic's shoes peeping out from 
under the doorv Or - an even more sinister 
query this one - how come Mark casts no 
shadow on the bonnet of the car< We think 
wc should be told! 
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RENTACDTV 

IF YOU FANCY TRYING OUT one of Commodore's new CDTV 
wonder machines, but don't fancy shelling out the £599 asking price, 
there may still be a way for you to get this muti-media machine firmly 
under your TV. The multinational hardware manufacturer is currently 
talking to a number of major rental companies and hopes to reach 
agreement with one or more of them in the next few months. 

Those who do choose to buy their CDTV will find Fsygnosis' award- 
winning Lemmings included in CD form. What they won't find is a 

copy of 

Hutchinson's 

Encyclopaedia - 
setbacks in the 
program's 
development mean 
that purchasers 
will have to wait a 
little while to 
receive their copy 
{which, 
Commodore 
N assures us, will be 
1 sent out as soon as 
it's finished). 

Much of the early 
software available 
looks like being 
database-style 
information 

programs or straight computer game conversions, but the CDTV 
version of Trivial Pursuit, due to be published by Domark in September 
or October, couid change all of this. 

The CDTV version of the best-selling board and computer game will 
feature digitised pictures, sounds and even speech (including voice- 
overs by such notable 'celebs' as Patrick Mower and Kate Robbins) 
with every question. 

AUDIOGENIC SELECTS GOOCH 

DECENT (OR EVEN HALF-DECENT) cricket games have always 
been pretty thin on the ground - in Fact, here at The One we can't 
think of a single game that's successfully captured the atmosphere of 
the most English of sports. However, Audiogenic's forthcoming 
Graham Cooch's Cricket may well change all that. 

Due out next month (which should just coincide with the climax of 
the 'Windies' tour) the game will give the player the option to 
compete in either full tests or 'limited over' matches, or even to forget 
about competition completely to get in some practice in the nets. 

Once in the game, you'll be able to choose between 'fast', 'spin' and 
'swing' bowling and a wide 




"WHO PIONEERED this high-lumping stylei' - just one 
question from che CDTV version of Trivial Pursuit. 



HELP 
FROM 
SIERRA 

US COMPANY 
SIERRA, newly 
set up In the UK, 
has already put 
its customer 
support 
telephone lines 
into operation. 

Call them on 
0734 303171 for 
help with any 
Sierra product, 
or if you have a 

'touchtone' 
phone, you can 
call the 24-hour 
automated 
helpline on 
0734 304004. 
Modem owners 
can get through 

to Sierra's 
bulletin board 
system on 0734 

304227 for 
hints, enquiries 

and 
downloadable 
demos. 



BANZAI 
BUNNIES 

WITH A CARROT 

IN ONE HAND 
and a hearty cry 

of "What's up 
Doc?", the Ninja 
Rabbits have 
arrived on the 
scene. In an 
obvious 
attempt to cash 
in on the 
turtles' band 
wagon. 
Microvalue has 

released this 
tale of mutated 
bunny-wunnies 

and their 
mission to plug 
a deadly gas 
leak at the 
nearby chemical 
factory. Ninja 

Rabbits Is 
available now 
at the value-for- 
bunny price of 
£6.99. 



choice of batting strokes. And 
despite the complexities of the 
real game, Audiogenic has 
managed to confine its 
incarnation to two basic views: 
either from behind the bowler 
or. once the batsman has struck 
the ball, a full-pitch overhead 
view. 

-THE BATSMAN'S HOLDING, 
the bowler's Willie...* Relive 
your favourite cricketing 
moments in Audiogenic's 
Crahrm Cooch's Cricket 




CORE'S FIRST ATTEMPT at a shoot 
'em up promises plenty - but doesn't it 
look a little familiar^ 

CORE 

EVACUATES 
EARTH 

EXPLORATION IN THE 
OUTERMOST REACHES OF 
SPACE is the theme of Frenetic, 
the next game due to dribble 
from Core's productive pipeline. 
The classic shoot 'em up action 
sees your spacecraft attempting 
to create a safe galactic passage 
for an interstellar fleet evacuating 
the Earth's population, 

The finished game will boast 
eight separate levels, each with 
its own end sequence in which 
you must defeat the warship 
from Mozone (the mighty 
warships of Mozone having 
already desecrated most of 
Earth). You may want to rope in 
a friend to help, as the two-player 
option doubles your firing rate. 

Look out for Frenetic, on release 
next month. 



THE WHOLE WORLD 
IN YOUR HANDS 

SID MEIER. AUTHOR OF 
RAILROAD TYCOON, is 
currently hard at work 
developing a 'mankind simulator' 
- once again for MicroProse and 
appropriately entitled Civilisation . 

The game drops you (and up to 
four companions) on a lonely 
plain in the year 4000 BC - from 
then on, the survival of the 
human race is in your hands. 
You'll need to build relationships, 
forge alliances and invest in 
technology and medicine (for 
example, if no-one invents the 
wheel, your race could die out). 

There are four different starting 
scenarios to choose from: 
Mesopotamia, North America, 
the World or even an all-new, 
computer-generated 
environment. 

Because of its size and 
complexity, Civilisation probably 
won't make it to the shelves 
until well into next year - as ever, 
we'll keep you posted. 
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. .... HE'S IN TOWN WITH A FEW DAYS TO KILL 

AVAILABLE ON: 

AMIGA, ATARI ST, COMMODORE 64/128, 
• SPECTRUM, AMSTRAD CPC, IBM PC & COMPATIBLES 

TM A C> 1990. t99t Tw«ntt«iti Csnlury Fo« Film CotooralHin All rights mwrvGd 
IMAGE WORKS. Irw-i House. 118 Soulhwaifc Street London SE« 05W Tel 071-926 MM Fax. 071-563 3494 
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ELECTRIFYING 



YOU'VE NEVER HAD IT SO 
GOOD! Following the recent 
launch of LeisuresoFt's Tecno Plus 
range of peripherals, Britain's 
other major software distributor, 
Centresoft, has decided to get in 
on the act by producing its own 
range of 'branded' goods. 

The Electro range offers 
everything you could possibly 



©a3 




need for your Amiga, from half- 
meg upgrades with a copy of 
either Kick Off 2 or Champions Of 
Kryim at £39.99 to four-way 
joystick adaptors (for use with 
the aforementioned footie classic) 
at £5.99. 

The entire range will be 
available from all good software 



stores, but if you have any 
trouble finding what you're 
looking for, contact Centresoft 
on (021) 625 3388. 

However, some readers of The 
One won't have to go to even 
that trouble, thanks to our 
amazing giveaway competition. 
We are offering either a half-meg 
memory upgrade, a 1.5 meg 
memory upgrade, an Amiga to 
SCART monitor lead or a four- 
player joystick adaptor to the 
four lucky winners who can 
answer the following question: 

An electricity plug has three 
coloured wires running into it - 
what are they* 

Send your entry (on a postcard 
please, or the back of a sealed 
envelope) to: Electra-Fying, 
The One For Amiga Games, 
Priory Court, 30-32 
Farringdon Lane, London 
EC1R 3AU.AUthe usual 
competition rules apply and your 
entries should reach us by 
Monday. June 10th. 



TOP TEN 

June 1991 



1 NE GODS 

Renegade 

2 ▲ FANTASY WORLD DIZZY 

Code Masters 

3 NE PGA TOUR GOLF 

Electronic Arts 

4 ▼ LEMMINGS 

Psygnosis 

5 NE DEFENDER OF THE 

CROWN 

Mirror Image 

6 T SPEEDBALL 2 

Image Works 

7 NE ROCKET RANGER 

Mirror Image 

8 NE ARMOUR-GEDDON 

Psygnosis 

9 NE MIAMI CHASE 

Code Masters 

10 NE CHUCK ROCK 

Core Design 



EA KEEPS 
SWINGING 

LAST ISSUE, 
Electronic Arts 
offered one lucky 
reader the chance 
to 'putt on the 

style' on a 
weekend at a 
Trusthouse Forte 
golf centre. That 
reader was Barry 
Warburton of 
Spalding in 
Lincolnshire. The 
10 runners up 
who will each 
receive a limited 
edition Executive 
Golfing Shirt are: 

Adam Calieu 
from London; Mr 
P. Boucher from 
Bournemouth; 
T. Hollands from 
South Woodford, 
London; G. Burst 
from Ripon; Liam 
Grest from 
Grimsby; Stuart 

Farmer from 
Farnham, Surrey; 
Nick Male from 

Winchester; 
Robert Leason 
from Uttoxeter; 
Mr B. Burgess 
from Manchester; 
and finally Paul 
Mellors from 
Bournemouth. 
For the full list of 

competition 
winners, turn to 
page 22. 
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THE GOAL-DEN SHOT 

The Kick Off 2 

Golden Goal Of The Month 

PRESENTED BY THE ONE 

MAGAZINE AND ANCO 

THE KICK OFF 2 GOLDEN GOAL 

CHAMPIONSHIPS 

NOT MUCH HAS COME OUT OF BARNSLEY. 
Black Puddings, the A321, the B652241 and 
John Wilson. Who? John is only one of the 
greatest footballers that this game has ever 
seen. What he can't do with a joystick and a 
football doesn't bear thinking about. Words 
alone do not do justice to this great talent, so 
not only do we have a few pictures below 
describing his superlative goal, we also have 
the goal itself stored on our cover disk (see 
page 8 for details). 

FROM A SOLO 
EFFORT along the 
wing, John turns 
towards ihe goal 
and starts to 
advance. The 
defenders rush in 
to intercept but 
John's got other 
ideas... 



TURNING ON A 
SIXPENCE John 
runs back out 
towards the 
centre of the 
pitch. Then in true 
Gazza style, he 
turns back 
towards the goat 
and continues his 
run. 

AS HE REACHES 
THE GOALMOUTH 
John spins around 
once mote to face 
the opposite side 
of the goal. He lets 
rip with a real 
scorcher, which 
the goalie hasn't a 
chance of 
stopping. 



"Well Brian, we'll be lucky to see one as good as that in the 
near future, eh7" 

"I'm not so sure Jimmy, those readers of The One are full of 
surprises. Remember, all they have to do Is send their goals 
to: Golden Goals (Kick Off 2 Championships), The One 
Magazine, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. They shouldn't forget that the prize is an entry 
to the Kick Off 2 Championships and that nothing but the 
best will do. Unfortunately the boys can't return disks, even 
with an SAE!" 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merits 
instant disqualification. 

1) No more than THREE (3) goals per disk and no more than 
one disk per entrant. 

2) All goals MUST be scored by the entrant and NOT by the 
computer {even in Position play you have to be the one that 
gets it in the net). We can tell, so don't waste our time. 

3) The disk LABEL must contain the following information: 
the entrant's name, address and (if applicable) telephone 
number - it must also clearly state that it is an Amiga diskl A 
description of the goals would also be handy, along with 
what type of pitch they were scored on. 
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No ugly wart-nose is 
gonna make a monkey out 
of me! But that's just 
what that witch has done - 
one minute I'm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits, I can't 
walk a step without tripping over my 
knuckles and, oh, there's an overhanging 
vine • time to swing out sister! But my 
broken heart is going ape. My beloved 
Miho (I can't wait to share a banana with her) 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin' in the rain! 



The arcadfc^ A sensation by Fabtek Inc.^- J 7t 

is now available > /^IjJ* 
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OCEAN SOFTWARE LTD, 6 CENTRAL 
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MUSICAL 
MIRACLE 
WORKER 





SOFTWARE TOOLWORKS RECKONS that it can work musical 
miracles - even for the tone deaf! 

The reason for this? The firm's Miracle Piano Teaching System, a 
package which includes a full-sized synthesiser to plug into your 
computer and a 200-lesson tutorial software to take you through all 
stages of piano playing - from Les Dawson to Liberace. 

Besides taking lessons, you can also hone your skills using arcade- 
style techniques (one lesson, for example, has you shooting targets by 
hitting the correct note on the synthesiser). The keyboard has 128 
separate sounds and effects, allowing full orchestral backing. 

Although no details could be confirmed at the time of going to press, 
the Miracle is expected to retail at around £299 {including keyboard) 
and should be available sometime in September. 




US GOLD HAS SET UP a 
number of telephone 'helplines', 
specifically for those people who 
are stuck on its adventures and 
RPGs. Computer-activated, the 
lines are all of the 33p per minute 
off-peak. 44p per minute peak- 
time variety. 

When you call, you will be 
asked which part of the game 
you need help with, the 
telephone tape will then switch 
to that topic at your spoken 
prompt. Further lines give details 
of new releases and 
competitions, and ail are open 24 
hours a day, seven days a week. 

The numbers are as follows: 
New releases -0839 654124 
Lucasfilm games - 0839 654123 
(this line covers The Secret Of 
Monkey Island, Indiana Jones And 
The List Crusade, Zak McCracken 
And The Alien Alindhendcrs, 
Alanine Mansion and Loom) 
Delphine games - 0839 654284 
(covering Operation Stealth and 
Future Wars) 
SSI - 0898 442025 
(the first of three, covering 
llillsfar. Dragons Of flame and 
Heroes Of The Lance) 
SSI - 0898 442026 
(for Pool Of Radiance, Curse Of 
The Azure Bonds and Champions 
of Kr\'nn) 
SSI - 0898 442030 
(for Buck Rogers and Secret Of The 
Silver Blades) 



AN EXCITING ISSUE this one: Kick Off, one of the most 
successful games of all time, made its review debut. We 
only gave it a measly B8 per cent, but then, things were 
tougher in those days. The reviewer was our very own 
Paul Presley (at the time a mere Magazine Assistant) who 
said: "Anco's footie game is by far the best of its type to 
appear on Ifi-Bit, and unless the opposition comes up 
with something really special, it's all over bar the 
shouting." Well, we all know now thai the opposition 
never did come up with anything really special and the 
only footie game to surpass Kick Off has been Anco's 
own Kuk Off 2. 

As a small aside, 
one rather 
embarrassing story 
connected with this 
review is that a pre- 
production copy of 
the game had been 
kicking around the 
office for about four 
months pnor to our 
receiving the 
finished thing - anJ 
nobody took a blind 
bit of notice of it.., ii 
only we'd known 
then what we know 
now. 




GAME FOR 
A LAUGH 

WE RECEIVED QUITE A FEW 
imaginative answers to last 
month's Sega Game Gear 
competition - but mainly blank 
postcards and personal abuse. 
The reason for thisC We forgot to 
run the question! 

We could try to wriggle out of 
this with some excuse, but we : re 
going to come clean - a dog ate it 
(you're fired - Ed). 

Just to recap, last month we 
gave you the chance to win one 
of Sega's wonderful colour 
handheld consoles. 

However, since we failed to 
deliver the question, this time 
around we're going to do things a 
bit differently. The answer to last 
month's question was 'Japan' - 
so, all you have to do now is 
guess the question! 

Once you reckon you know the 
answer (or, should we say, the 
question), pop it on the back of a 
postcard (or, you guessed it, a 
sealed envelope) and send it to: 
Question Me An Answer, The 
One, EMAP Images, Priory 
Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Closing 
date for entries is June 10th 1991. 
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The up-and- 
coming UK subsidiary of US firm Microf rose featured 
heavily in the issue. The excellent Honda RVF from one of 
its new labels, MicroStyle, was the main cover image and 
gave nse to one of the worst cover lines in the history of 
magazines: Ride Very Fast (geddit£). The offending party 
still works For the magazine today (why*), but he shall 
remain unnamed to protect the innocent (his initials are 
CB. though). 

MicroProse also made big news this month because it 
had |ust bought Telecomaoft. Nowadays, of the thiee 
labels included in the deal • Firebird, Rainbird, and 
Silvcrbird - only Rainbird exists. 

One game that had recently been the sub|ect of a lot ot 
enthusiastic journalism was Bullfrog's Populous, published 
by Electronic Aits. All that excitement now proved to be 
very well deserved, as our exclusive Software Circus 
charts showed Populous shooting straight to Number 
One on two of the formats that we covered in those days 
(guess which two!). 

US company Cinemaware came under the Work In 
Progress spotlight with its tribute to the r 50s science- 
fiction film, // Gnne horn The Desert. As well as chatting 
about giant ants and whai |olly good things CDs were, 
company MD Bob Jacob took the opportunity to claim 
that 'British programmers are the best in the world 
technically, whereas the US don't program to well, but 
produce better concepts." There hasn't yet been a mass 
exodus of British programming talent to the States to 
bear out this theory, but who knows what might happen 
during the next two years 1 !- 

U was American talent that impressed us most on the 
reviews front: Spectrum HoloByte's /d/t'fn- The Miaton 
Disk* Volume ' clocked up an impressive 94 per cent. 
Other notables were DMA Design's two-player shoot 'em 
up Bleed Alcnev, Core Design's excellent platform romp 
Rick Dangerous, Delphine's flic Challenge (one of its early 
arcade games before the company became an adventure 
specialist) and the bizarre Weird Dreams. 

To round off the issue wc took a look at Horror 
Software, a genre that many developers have dabbled 
with, but few with much success. We mentioned several 
games, one of which, A i\ightm,irc On hint Street never 
quite made it out of the US Gold boiling pot (a shame 
really, because we had a Robert Fnglund interview 
carefully prepared, which, to this day is fitting in the Ed's 
drawer gathering dust). 

DMA Design's Cere was another game mentioned in 
that piece which still hasn't got much further than the 
drawing board. That won't stop it from appearing in 
further retrospectives though. Perhaps one day we'll be 
able to look back two years to its successful release. 
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Metal Mutant is the ultimate future battle machine, sent to the 
planet Kronox to search out and destroy the tyrant Arod 7. A 
miracle of future bio-technological science. Mutant can 
transform at any stage into three different robotic forms. 
Mutant has a huge range of different combat moves 
as he fights his way across Kronox. He fights not 
just tooth and claw but tooth, claw, missiles, 
rope, shield, whip, torpedo, battle computer 
and remote flying droid. 
Metal Mutant is a science fiction 
exploration and combat epic featuring 
over 160 fully-bitmapped screens, "Vt,&* 
24 different combat moves, 
intriguing puzzles and more than 
40 different enemies plus end of 

level guardians. lj 
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NEWS 



SYSTEM 3's 1 6-BIT BLITZ 



VARIETY IS THE SPICE of the 
line-up of games dtii f rom 
System 3 over the next 12 
months, with its range including 
conversions of highly-regarded 8- 
bit titles such as Last Ninja 3 and 
Myth, as well as 16-bit originals. 

System 3, a company that's 
always been best known as a 
developer for the C64, now 
reckons that it can bring some of 
that magic to a slightly more 
powerful machine. The first of its 
upgrades, Last Ninja 3, tests your 
martial arts skills over five levels, 
with the gameplay including 
puzzles as well as pure combat 
and the landscapes hiding objects 
which can be used as weaponry 
later in the game. 

Another of the firm's big 8-bit 
names, Myth, is currently 
undergoing an ambitious 
revamping. When finished, the 
game will take the player through 
the legends of different eras, 
including scenes from Greek, 
Norse and ancient Egyptian 





WHERE IN TIME 
could you 
possibly be in 
this, one of 
Aly/ft's many 
time-based levels^ 
It's all Creek to 
us... 



COULD THIS 
REALLY be the 
last Ninja 1 ! 
Probably not, if 
the series has 
already reached 
number three and 
still shows no 
sign of flagging. 



mythology. Once again there will 
be a healthy mixture of 
exploration and combat - 
although this won't always be as 
straightforward as hacking the 
bad guys to bits. 

The last game due to have an 
extra eight bits added on is 
Vendetta, a multi-section arcade- 
style game. All three titles should 
be released over the next couple 
of months. 

Leaving the old days behind for 
a moment, Silly Putty (a pretty 
silly name, we're sure you'll 
agree) is a 16-bit original in 
which you are (surprise, surprise) 
a ball of blue putty. Due for a 
November release, this one will 
see you zap your enemies by 
wrapping yourself around them 
as you roll and bounce around 



the play area. 

A little more conventionally, 
Changeling is a space exploration 
game set in the catacombs of 
disused mine shafts on a far- 
distant asteroid. The reason for 
the name is that there are four 
different forms that you can 
adopt and change into during the 
game: in some stages you'll need 
to fly or swim to progress and 
must choose the relevant 
metamorphosis. The release date 
for Changeling is still to be 
confirmed, but it appears to be a 
case of 'this year, next year', 
rather than 'sometime, never 1 . 

One which will definitely make 
it by early next year is Constructor, 
a trading/building game with 
plenty of strategic sub-plots. "A 
good game for bank managers on 
their lunchbreak," says System 3's 
Adrian Cale, which may or may 
not make you rush out and buy it 
when it's released. 

Finally, System 3's previous 16- 
bit offerings have been rounded 
up into a compilation, the System 
.1 Premier Collection. This 
collection consists of Tusker, 
FHmho's Quest, the veteran IK + 
and Ninja Remix (a sort of 'Last 
Ninja Two and a Half) and 
should already be hitting the 
shops as you read this. 

Oh, before we forget, all the 
games will cost E24.99. 



NERS... WINNERS... WINNERS-WINNERS... WINN 



TWO ISSUES AGO (that was way back in 
April - cool), Ocean offered illuminated 
globes and some exciting (but quite 
useless really) Plasma Orbs to those who 
could come up with the goods in its 
Stillbirth competition. 

Six of the best of our readers who've 
won one or the other of these are: Ian 
Slaior of Hoddesdon, Herts; Leigh Joiner 
of Hemel Hempstead, also m Herts; Rich 
Tomlin of Leicester J- Storey of 
Lutterworth, once again in Leicester 
(what's going on here4). C Newman of 
Harlow in Essex and Barnaby Vollans oF 
Salisbury in Wiltshire. 

We made a small error (for a change) 
when reporting Leisurcsoft's Tetno Plus 
range in issue 30 - but as a result, we 
were able to put a random selection of the 
hardware upgrades up as prizes in our 
Lucky Leisure competition. 

The five folks who walked away with 
the goods are: Simon Hopper of 
Middlesborough, Cleveland; W. Maitchcll 
of Darlington. Co. Durham; All Afshar of 
Winchester in Hants; Luke Escombe of 
Wimbledon, South London and Scan 
McKinley of Rickcrscote in Stafford. 



But by far the most popular prize 
offered in that issue was the double- 
decker video which Image Works put 
forward as the prize for its Predator 2 
competition (oh, there was a video copy 
of the original Predator movie thrown in 
too, but for some reason that didn't seem 
to attract the same attention). 

We could keep the suspense up by 
blathering on a bit about this, that and 
the other, but what's the pointv The only 
thing that you're all really interested in is 
the winner's name (and if it's you!). So, 
like we were saying, without further ado 
we'll bring you the winner of the Amsiiad 
Double Decker video, courtesy of Image 
Works. 

By the way, at this siage we'd like to 
point out that making copies of pre- 
recorded videos is illegal . what s that4 
Get on with it 4 Oh, alright then. 

The winner, for those of you who arc 
too Impatient to wait for the full 
lowdown, is... David K. McCormack from 
Belfast in Notthcrn Ireland. 
Congratulations David and happy 
viewing. 

Moving swiftly along io last Issue . 



'Bound to Win' was Trevor Cobhe from 
lriccster, who told us that White Dwarf s 
character Thrud the Barbarian uses an axe 
to slaughter his victims • Trevor wins a 
trendy a*e pendant, courtesy of On-Line 
Entertainment. 

In our Lovely Leather competition. 
MicroProsc gave you the chance to win a 
leather flying jacket. Suzi Yann from 
Dudley in the West Midlands will be 
getting into leather after correctly 
answering our three flying teaser* 

Also in the last issue, wc had a remote- 
controlled pleasure yacht on offer, thanks 
to Domark and Hydra - our watery 
winner is Anthony Howard from 
Southport. Metseysidc. 

And last but not least, we asked you to 
provide us with a name for Electronic 
Zon's fluffy monkey mascot (whose 
reason for being is rhc company's new 
Monkey Business budget range). 

The winner is Matthew Emery from 
Walsall in the West Midlands who came 
up with the name, Funky Monkey - 
thanks for that flash of inspiration. 
Matthew (if you think that's bad you 
should have seen the others!). 
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What's new, soft, and can design you a new bedroom? 

Incentive's 3D Construction Kit! 

What's new, hard, and sits in your bedroom? 

Commodore's CDTV! 

AT LEAST, IT COULD BE SITTING IN YOUR BEDROOM, if you're the winner of the 
great Domark competition which is to be launched next month to celebrate the 
release of the 3D Construction Kit. We'll be asking you to design a game using 
the kit - and not only will the winner walk away with Commodore's wonder machine, 
but he or she will also have their game published on The One's cover disk. 
Full details will be announced next month, so that everyone who wants to take part 
has time to buy and use the program. The competition will be open for three months, 
so you'll have plenty of time to come up with something spectacular. 

Look out for next month's exciting issue for all the info 
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THE 3D CONSTRUCTION KIT is 
an all-new utility package 
that allows you to design 
anything from house 
interiors to complete games, 
using the remarkable 
Freescape system (as seen in 
such Incentive games as 
Castle Master). 

The kit's simple langauge 
allows sophisticated 
animation and user 
interaction, while still 
producing almost 
professional results. 

For more information, turn 
immediately to the review 



J^^^Sm section in this issue. 



24., 



HE ONE IUNE 1991 



SPECIAL 




HOW DO YOU FANCY owning a machine with graphics and sound as good as an Amiga, 
but with a disk capacity 700 times greater? How would you like to own a machine 
that is capable of running an adventure game as big as all the Sierra games put 
together, or a shoot 'em up that combines all the qualities of X-Out, Xenon II, R-Type, and 
SWIV in one enormous game. Then you're bound to like the CDTV, a new type of computer 
based on the best-selling Amiga and using revolutionary state-of-the-art CD technology. 



WATCH OUT FOR FULL DETAILS 
OF THIS GREAT COMPETITION 

IN THE NEXT ISSUE OF 
THE ONE - ON SALE JUNE 26TH 
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FEATURE 



America - land of the free, mom's apple pie, the stars and 
stripes, the San Francisco 49ers... and Crazy' Dave Gruisin. 
In the first of an ongoing series, The One's all-new, fresh- 
faced Stateside roving reporter brings you all the latest in 
US games and gaming technology - and generally has a 
nice day'. So roll those drums, 'cos here comes... 



W W 1 THERE BRITISH 
H BUDDIES! Dave Gruisin 
m Mhcte... 'Crazy' by name 
and first with the news' by 
nature! 

Now that The One doesn't 
review PC games any more, the 
Ed thought that he'd better have 
someone 'on the ground' over 
on this side of the Atlantic to 
keep you up to date with what's 
happening U.S. gamewise. 

I've been playing, writing 
about (and cheating at) 
computer games since the 
beginning of time, and having 
cut my critical teeth working on 
the late-lamented Rolling Scroll 
(America's greatest games 
magazine, which unfortunately 
dosed in '82) and Stars And 
Bytes (which lasted a year 
longer) there ain't no sucker on 
this whole continent better 
qualified to tell you what's hot 
and what's not. 

In what will become a regular 
feature, I'm going to keep you 
up to date with the cream of the 
new releases from all the giants: 
Electronic Arts. Lucasfilm. Sierra, 
the Realtime Instrumentation 
Corporation and the rest... 

So let's get on with the show, 
'cos Gruisin 's cruisln',.. 



m 
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STAR WARS 
Lucasfilm Games 

CAN YOU FEEL THE FORCE? Lucasfilm Games' next release on the 
Nintendo Entertainment System is based around the '70s 
blockbuster which launched the careers of Harrison Ford, David 
Prowse (later to find real fame as the Green Cross man - the man 
who helps you Limeys across the road) and R2-D2. That's right. Star 
it.-- , ■ v" ^ * Wars Is back, 

j «p * This latest twist In the 

* i Star Wars game saga 

• ifi^H a " ows y° u ro navigate 

the Millennium Falcon 
through an asteroid field 
and fly your X-Wing 
fighter Into battle against 
the Deathstar. All the 
main characters from the 
film - Luke Skywalker. 
Han Solo. Princess Lela, 
Obi-Wan Kenobi and C- 
3PO - are Included, each 
with his or her own 
individual traits (part of 
the fun is finding out how 
to use these Individualities to your advantage). 

As in the film, the game opens in the Tatooine Desert with 
Luke, astride his (t)rusty landspeeder. searching for Obi-Wan 
Kenobi, who will give him a light sabre and teach him (he ways of 
the Force. 

Luke then travels Into the space port of Mos Eisley, where he fends 
off Imperial Slormiroopers and meets up with lusty space cowboy 
Han Solo, pilot of the Millennium Falcon. Soon, the two buddies And 
themselves on a mission to rescue Princess Leia from Darth Vader. 

before Anally kicking ass on the Deathstar. Don't get 
too confident of your Impending success though, this 
version of Star Wars has several different endings. 

And the good 

news Is that, for 
once, Nintendo's 
not going to keep 
all of the fun to 
Itself - rumour has 
it that this game 
will also make it to 
all major keyboard 



LOOK OUT FOR SAND PEOPLE, Sarrlac 
pit monsters, sand worms, Banthas 
and Jawas white driving around the 
dusty desert surface of Tatooine. 




BEFORE PROGRAMMING 
JetFlghter II, Bob Dlnnerman 
designed the Discs Of Tron 
coin -op for Bally and F/A-18 
Interceptor 
for EA. 



CASTLES 
Interplay 



formats. So. keep 
watching the 
skies.. 



Cauld this little beauty be the 57m Cry of 
1991 ? From the maker of 7he Bard's Tale 
series and Battle Chess comes Castles, 
Interplay's combination of a castle- building 
and role-playing which gives you the chance 
to construct your own Camelot. 

Taking the role of a 13th century land baron, you design, build, manage and 
defend your dream castle. First you find a suitable, easily-defended site. Then 
you select the best places to put the walls, towers and gatehouses. How high 
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IS JETFIGHTER II THE MOST user-friendly simulator of all time? Velocity thinks so, 
but you can fudge for yourself some time In the future. 






JETFIGHTER II - Velocity 

HOLY COW! California's been invaded by South American terrorists who've used drug money to buy the 
latest weapons and Scud missiles - only the street gangs of East L.A. are offering any armed resistance. 

What can the government do? "They can't nuke their own cities! 

Cut to Commander Dusty Gray, a 'Top Gun' rest-pilot whose task Is 
to wipe out the terrorists' SAM capacity for the next six months. 
Only then can the good guys send In their bombers to blow the 
drug-dealers away. 

As a member of the Air Elite, you'll have to stop hijackings, terrorist 
missile strikes and surgical bombing runs In over 100 diverse combat 
missions. These can be flown in any of four Jet fighters: the F- 1 8 
Hornet. F- 1 6 Falcon. F- 1 4 Tomcat and the aforementioned F-23 ATF. 
This stealthy baby is supplied with the latest weapons systems, radar- 
evading materials and aerodynamic design allowing speeds in excess 
ofMach 3. 

JetFighter II: Advanced Taction Fighter is the latest creation of Bob 
Dlnnerman, the talented programmer who previously designed the 
Discs Of Tron coin-op for Baity and the critically-acclaimed F/A- 18 
Interceptor for Electronic Arts. "His ongoing desire to push back the 
boundaries of technology and payability brought the next generation 
In personal flight simulation - |etFighter II," remarks Velocity - who 
obviously like the guy! I mean, check this out... "It destroys the 
competition with advanced 3D simulation technology featuring the 
amazing new F-23 Advanced Tactical Fighter complete with 
breathtaking scenery and the most spectacular jet dogfight action 
you will ever experience." Far out! 

Billed as a containing some of the best 3D graphics ever seen. 
Jetflghter II features 'real world' cityscapes, accurate shadowing 
and light-source shading. You also get the chance to fly 
Incredible midnight dogfights. If your flying skills are lacking, 
you can get advice from the Innovative 'hypertext' help system and there Is also an Instant flying mode 
for beginners. 

JetFighter II is currently available on your side of the pond through US Gold, costing £39.99. It's PC- 
only at the moment, but while the original JetFlghter never escaped from Its MS-DOS ghetto, there's 
avery good chance that this one will. We'll keep you posted. 





should you build 
(he battlements? What 
level of taxation should you 
squeeze out of the local peasants to pay for 
all of this expensive endeavour? It's all up to you. 

Castles will be accompanied by a special musical score 
and will come complete with three Increasing levels of 
difficulty. 

And if the mediaeval theme catches your fancy {but 
you're more Interested In some olden day cut and thrust 
than house building), you may be Interested to hear that 
Tengen's Ramparts coin-op is also due for conversion. 
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FEATURE 



CYBER FIGHT 
Electronic Arts 




FTS OVER TO SAN MATEO FOLKS, as Electronic 
Arts is bringing its feet firmly to the ground for Its 
next release, an interpretation of a futuristic 
gladiatorial fight. 

Cyber Fight (a working title only), places its 
combatants inside exo-skeletal fighting machines, 
anns them with sledge hammers, wire-guided 
bazookas and nuclear warheads and displays the 
results in glorious 3D. 

There's more to this contest than beefy weapons 
though. You can also equip your exo-bcxly witli a 
variety of add-on cybernetic devices such as radar 
vision, Invisibility fields and battle computers to 

give you an edge. 




FROM THE AUTHOR OF rOWERDROME comes Cyber Fight, a scl-R sport' filled 
with sledge hammers, exo-skeletal fighting machines and Gouraud shading. 



Combatants 
must also tackle 
physical forces in 
the arena 
Including gravity, 
friction. Inertia 
and elasticity- 
After each battle, the winner can scavenge the remains of the loser for extra hardware. 

To bring extra realism to the sub|ect. programmer Michael Powell has used 'advanced shading 
techniques' to create smooth metallic surfaces and particle models for smoke, rocket exhausts and 
explosions. 

To help you take care of your friends. EA has Included numerous two-player options, Including split- 
screen and computer link-up modes. Happy bashing... 



DEATH OF THE 
GRAY GHOST 

ALTHOUGH /ETFIGHTER II Is 
based on the YF-23 Advanced 
Tactical Fighter, In real life the US 
Air Force has opted for its rival. 

Last month, the Pentagon 
awarded a 650-plane contract to 
Lockheed. Boeing and General 
dynamics worth $95 billion In 
orders over the next 20 years. 

Lockheed's YF-22 Advanced 
Tactical Fighter, dubbed Lightning 
2, is to replace the ageing F- 1 5 
long-range tighter. 

The ATT doubles the range of 
the F- 1 5 Eagle. Is more 
manoeuvrable and harder to 
detect by radar. This stealthy 
aircraft can even 'supercrulse* 
(that is. fly at Mach 1.5 without 
using afterburners) thus cutting 
fuel consumption and IR- 
signature. 

Both the YF-22 and YF-23 Gray 
Ghost' (from Northrop and 
McDonnell Douglas) prototypes 
cost almost $ I billion each to 
make. A fly-off between the two 
planes started last August at the 
Edwards Air Force Base In 
California. Over 5.000 engineers, 
computer experts and technicians 
were involved in this spectacular 
- a dogfight with only financial 
casualties. 

Perhaps the factor that tipped 
the deal in favour of the YF-22 
was that Lockheed Hew 74 test 
sorties instead of |ust 50 for 
Northrop's plane. The ATF fighter 
could end up costing as much as 
$ 1 35 million apiece and should 
be In service by the end of 1997. 



CHUCK YEAGER'S AIR COMBAT 
Electronic Arts 

ARE YOU A FRUSTRATED DESKTOP PILOT? Is that MiG-25 flying rings 
around you? Sounds like you could do with some help from Uncle Chuck, 
the Mighty Ycager, bearer of the Right Stuff and the first man to fly faster 
than the speed of sound. 

In his latest collaboration with the guys from San Mateo. Electronic Arts, 
that aviatory legend Chuck Yeager assesses your flight technique and tells 
you how to get out of tricky combat situations - and all using speech 
digitised from the living legend himself! 

Chuck Yeager's Air Comba( has been brought to you by Bruce iverson. the 
same guy who was responsible for LHX Attack Chopper, but it's also had 
major design Input from his Chuckness. 

This collaboration gave Iverson a real buzz: "I admire anyone who has the 
guts to fly In a real dogfight," he confides. "The more I 
read about it. the more amazing It seems that people 
actually do It. Yeager is especially admirable because he 
based a whole career on dangerous flying." 

You can choose from over 50 missions, including some 
of the most hair-raising aerial combat from World War II. 
Korea and Vietnam - the result is a series of fast and 
furious dogfights Involving up to 16 aircraft. 

Having chosen their kite, selected the tactical situation, 
fixed the skill of enemy pilots and then Anally chosen the 
number and type of enemy aircraft from 1 7 different 
models (whew!), trainee fighter pilots can Invoke a 
number of cheats to get them through their first dogfights. 
Invincibility, easy landings and a never-ending supply of 
ammunition are all available to those who have got the 
Right Stuff - but don't want to use it |ust yet. 

Developing the game has involved Iverson in quite 
extensive research. The first step is reading the historical 
sources and deciding what qualities of each plane should 
be Included." Iverson explains. The FW- 190. for example, 
gives poor performance at high altitude. I have to make 
sure that my aerodynamics code simulates these factors.., 
and I rewrite it until it does." 

Before he started devising computer games, Iverson 
used to cook hamburgers for a fast food restaurant in 
Florida - but hey... that's Irrelevant! 

Back on the case, our man got most of the ideas for 
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FOLLOWING ON from Itie cyberpunk detective adventure Rise 
Of The Dragon, the second product to spring from Dynamlx' 
Game Development System is set way back In the roaring '30s. 

In Heart of China, you can visit numerous exotic locations of 
the time, from the cafes of Paris to dirty Shanghai backstreets. 
Uke countless games before It, your task Is to rescue a pretty 
young woman from a bunch of dastardly kidnappers. 

At least you're not tied to the keyboard though - you just look at the screen, place your cursor 
the fire button to sec what happens. "With our 'polnt-and-cllck' interaction system, our goal was 





over anything that interests you, and press 
to eliminate the frustration factor from 
adventure gaming, so that nothing 
interferes with the experience of the 
game," confirms Jeff Tunnell, Dynamlx' 
President. 

To keep even the most dedicated 
couch potato happy. Heart Of China 
Includes beautiful hand-painted 
backdrops and randomly generated 
animations, an Indication of why there 
Is eight megabytes of game data In 
there. 

Now that Dynamlx has combined 
full-colour paintings, live actors and 
digitising to achieve the stunning look 
of Heart of China, the 'Interactive 
movie' seems |ust that little bit closer. 

EXPERIENCE THE ORIENT through the 
glorious digitised splendour of Heart 
Of China. 



ELECTRONIC ARTS' 
original Yeager game has 
now sold more than 
480,000 units. 



BRUCE IVTRSON {below 
left) with the one-and- 
only Chuck Yeager - the 
man who broke the 
sound barrier flying 
'Glamorous denys' on 
October 14, 1947. 



Chuck Yeager's Air Combat from technical journals. "I started with 
Yeager's autobiography. After that. I read lots of books trying to decide 
which were the most Interesting air battles. I tried to select missions that 
would highlight particular combat tactics, strengths and weaknesses of 
various planes." 

The game Incorporates fast vector-based graphics technology combined 
with realistic special effects. Ken Hurley provided the digitised sound, 
bitmap scaling code (wowza!) and 'dithered horizon' effect. Apart from the 
digitised 'Chuck-speech', the game features synthesised sound effects for 
gun and explosion noises, which were put together by Dave Warhol and 
Mike Sanger. 

One thing's for sure. Iverson says his next project won't involve any 3D 
calculations... but will It Involve hamburgers? 




CHUCK YEAGER'S AIR COMBA T features over 20 
different external views. You can record your dogfights, 
save them to disk and replay the downing of enemy 
planes from any angle. 



FOOD 
FRENZY 

THERE'S MORE TO THE U.S. OF 
A. than games you know - this 
little country of ours Is also as 
good a place as any to chow 
downl Here's a rough guide to 
my favourite eateries In my own 
home town... the Big Apple. 

So you've just landed in |FK 
airport and you're looking for a 
filling meal that's a little bit 
different. How about a Japanese 
Steakhouse? In a Benihana 
restaurant you can experience 
the sights and smells of food 
being cooked on searing hlbachi 
grills. 

If you like your ribs a little less 
5plcy, go for Tony Roma's Rib 
House. Take-out and delivery 
services are available in this 
cheap and tasty chain of diners. 

And staying with Italy, what 
better place to eat Fetucdne 
Alfredo than In the world- 
famous Alfredo The Original of 
Rome? Here you'll be offered 
delicious Italian pasta, veal and 
chicken dishes along with live 
jazz music. 

New York Is packed with 
Mexican bars and eating places, 
one of the best is Cinco De 
Mayo In the Soho district. For a 
real treat, try the chicken in 
pumpkin seed sauce or pork 
based in banana leaves. 

Check the local press for more 
details - and while you're at It. 
why not give me a call on 2 1 2 
555 9647? 
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HOPPER UVE • COMPUTER SHOPPER 



JAnnii 



LIVE 




Try it before you buy it! That's what the Computer Shopper Show is 
all about. It's the only exhibition that covers all you've ever wanted 
for your computer and more, so whether you're into consoles, 
Amigas, STs or PCs, don't miss it! 

As well as offering you the best deals around from major hardware 
and software suppliers, you can have a crazy time making your 
mind up what to buy. 



CHECK OUT 

the games arena 
experience and be the first 
to put the very latest 
software to the test. 



a strole down Console 
Alley and get the feel of 
the latest consoles on the 
games market. 



Don't wait for the lero hour before 
checking into the Barnes lone, book 
NOW and save yourself some cash! 




GET SMART 

and take advantage of FREE 
technical and buying advice 

from Computer Shopper 
Magazine's team of experts 
and the 

CU 
Amiga 
clinic. 



save 25% 

heat the queues 

book early 

Unfler16'sE3.00 

(E6 & M ° n tlie 
Imp) 



Spring Computer Shopper Show 

28-31 May, Olympia 

Show opening times: 1 0am lo 6pm each day 

The show is taking place at Olympia Exhibition 
Centre, Hammersmith Road, Kensington, London 
W14 and can be easily reached by TUBE: Olympia - 
District line, Circle line, Picadilly line and 
Metropolitan line. Or by BUS: No's 9, 10, 27, 29, 91 

BOOK NOW: Complete and return the following 
coupon to: Spring Computer Shopper Show, Earls 
Court and Olympia Ltd, Earls Court Exhibition 
Centre, 

Warwick Road, London SW15 9TA. 

Closing date tor ticket applications 22 May 1992. 



Spring Computer Shopper Show 
28-31 May, National Hall, Olympia 

Name 



Pre-registration form 



Address 



Postcode 



Please send me 



adult tickets @£4. 50 and 



child tickets @£3. 00 



□I enclose a cheque made payable to Computer Shopper Show (or £. 
□ Please debit my ACCESS/VISA account 



No. 



Expiry date 



.1 1 I. 



Signature 




Which ot the following are you interested in at the show? 

□ Amiga □ ST □ Printers/Other Peripherals 

□ PC □ Games Software □ Other Software 



ST1 





Dogfight with opponents over 
villages for command of the skies, 
or attack ground targets which 
serve the enemy's cause. 




Night time sequences afford 
excellent cover for secret movement 
and actions, illuminated by the glare 
of your jeep's headlights. 




The playing area of three million 
cubic miles is not restricted solely to 
areas above ground. You have full 
freedom of movement underwater, 
and three types of 'submarine' in 
which to achieve it. 



Screen shots shown are taken from the Atari 
ST versions. Actual sceens may vary by 
format 



Flames of Freedom, the new blockbuster 
from the creators of Midwinter, offers you 
total freedom. Freedom of choice, Freedom 
of action, Freedom of movement. 



H 
v 
E 
v 




Seek out and destroy enemy PLSVWffiS j I 

shipping units, condemning them to 
a watery grave on the sea bed, from 
where the ocean's surface is clearly 
visible above. 

TOTAL FREEDOM- FROM RAljB] 



(1 ,000 miles long X 1 ,000 miles wide X 



15,000 feet high.) + ( 4,000 characters X 22 modesaf tr 



55 HMIMKS 



A three dimensional environment packed 
with action, adventure and strategy. 

Entering it is easy breaking free is 

what's hard ! 





The sea surface is generated by 
constantly moving fractal points, 
causing you to bob up and down as 
you swim or sail across it. 



IN5IRD MASTERS OF STRATEGY 




A million square miles of accurately 
mapped 3-D terrain, generated by 
fractal techniques, and fully light 
sourced throughout, provides a 
playing arena far superior to even 
its predecessor, Midwinter I. 




Fly the skies above the forty-one 
islands by helicopter, zeppelin, 
parachute, rocket pack, or, as seen 
here, biplane and balloon, all 
offering superb views of the land 
and of the other aircraft. 




The enemy have a vast array for 
firepower aimed at you, on land, in 
the air, and across the sea, and 
react quickly and intelligently to 
your actions. 



Flames of Freedom will be available 
shortly for your Commodore Amiga, 
Atari ST and IBM PC compatibles. 




es cf transprt X 1,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy 



SPECIAL 



We know them only as the coolest coders in town, the ace assemblers, the bigwigs of 
binary... but where did they come from? What force has made those Bitmap boys the 
dynamic demons of design that they are today? In an exclusive interview, The One 
magazine can blow away the cobwebs from the Bitmaps' murky past as Brian Nesbitt goes 

One On One with... 

Mr. and Mrs. Bitmap 



WAY BACK IN THE MISTS OF TIME, in the 
secluded village of Wyrepiddle. a 
miracle happened. Mrs. Anna Blimap 
(nee Log) gave blnh to quadruplets: three 
bouncing baby boys and one girl. Both she and her 
husband, Bobby, must have had little idea (hat 
their sons. Eric, Michael, and Steven were destined 
10 become superstars. 

The three boys land their sister. Belinda) led a 
quiet but hard life in the village, attending the 
local school and later studying at the grammar 
school in the nearby town of Chipping on the 
Wold. It was there, perhaps, that the seeds of their 
stardom were planted. 

Sadly at this time ihelr sister Belinda (who many 
would argue was the boys' original inspiration, 
and could have gone on to be an even more 
famous developer than her incredibly famous 
brothers), perhaps feeling overshadowed by her 
brothers' success, was driven to despair and ran 
away from home to Join the circus. Although she's 
thought to be alive and well, she was last seen 
performing as an anchor woman for a Soviet 
acrobatics (earn in 1976. 

The other sadness in the boys' 
early life was ihat they saw Imle 
of their father. He had to rise at five every 
morning to begin the long journey 10 the 
Cornish tin mine where he worked, and he 
would never return until long after the 
boys' bedtime. 
However, after much investigation, we 
managed to track down Mr. 
and Mrs. Bitmap, now 
living in comfortable early 
retirement In a cottage 
on the Isle of Lewis in 
ihe'Ouier Hebrides and 
asked them about the 
Bitmap Brothers' 
formative yean, 
BRIAN NLSUITT: Did 
^ you have the 
remotest idea on that 
fateful day (hat your 
sons would grow up 
10 become famous' 
MRS. BITMAP; Ooh 
no dear, of course 
they were very special 
■i me ■ Michael with 
his cute little chubby 
I chops. Eric with his 
' little plastic sunglasses, 
'■ and... erm. the other 
I one with (he long hair 
- but I had no idea they 
were going 10 become 
special children for so 
many other people too. 
MR. BITMAP. We're very 





A YOUNG ERIC EXPERIMENTS with one of his first, unsuccesslul, attempts at flight simulation - it wasn't all 
wasied effort though, this craft became the prototype for the ship in .Vf*nwi It. 



Anna Bitmap 
a young Belit 



proud of them... 

BRIAN NESBITT: Weren't you at all surprised that 
for quadruplets, none of your children remotely 
resembled each other in ihe slightest? 

MRS. BITMAP: Ooh yes dear, even the midwife 
said to me: 'Well I never Mrs. Bitmap, to look at 
your boys you'd think they weren't really brothers 
at all.' So I had a good look myself. 'Ooh yes,' I 
says who'd ever believe they all came from my 
womb.' (Pardon my French.) Didn't I dear? 

MR. BITMAP Mmmph' What? ... Oh yes... we're 
very, very proud of them though... 

BRIAN NESBfTT: Do you find it alarming that the 
boys are still playing games now that they're all 
grown up? 

MRS. BITMAP Ooh no dear' Well I mean. lake my 
neighbour. Mrs Molyneux, her little boy still plays 
with Lego. And those lads from down the road. 
Mark and Dominic, they're a lot older than my 
boys and they still get up to all sorts of pranks. 

BRIAN NESBITT: Did any of the boys keep pets? 

MRS. BITMAP. Ooh no. 1 wouldn't allow animals 
in the house. Not after what happened to poor 
Mrs. Minter. Her son kept bringing home all sorts 
of nasty smelly creatures Well 1 mean, have you 
ever seen the mess a dromedary makes on the 
carpel. Filthy beasts. 



MR. BITMAP: Of course we 
relented eventually and 
bought a Commodore Pet for 
each of them. 

BRIAN NESBITT: So 
was thai when their 
Interest in 

programming began? 

MR. BITMAP: Erm... 
not exactly... Eric 
made a mobile for 

his bedroom rrom 

hts. and Steven 



MR BITMAP 
I EARS 

EVERYTHING that 
happens aboui 
him. all thanks to 
Sieve's 
remarkable 
hearing aid 
invention. 





ANOTHER OF 
Eric's 'flights 
of fancy' 
heads for 
ground. 




and Michael both cut theirs up to 
make Into accessories for their action 
men. We're very proud of them though. 

BRIAN NESBITT: Was it a difficult lime 
for you when the boys became Interested in t'le 
birds and the bees? 

MR. BITMAP: Erm... no. not really, they are all 
nature lovers, and ihey all joined the Young 
Ornithologists Club. So, no. that wasn't a 
problem we didn't have to tell ihem anything at 
all... and we're very proud of them (or that. 

BRIAN NESBITT: Ah... well... what about girls 
then? 

MRS. BITMAP: Ooh no, my boys didn t have 
anything to do with girls. Filthy beasts. No. no. I 
wouldn't let them go with girls at their tender age. 
Well I mean, have you ever seen the mess a 
dromedary makes on the carpet? 

MR. BITMAP: They have been 
seeing that nice girl recently 
though You know, the 
singer... Betty 

something or other 
The one with the 
nice... 

MRS. BITMAP: 
Yes. dear. Be 
quiet now. I 
don't think these 
nice gentlemen 
want to know 
aboui thai. 
BRIAN NESBITT: 
Was there anybody 
who Influenced the 
hoys in their childhood' 
MRS. BITMAP Ooh yes, 
their Uncle Tom was a great 
Influence He was certain that the boys were 
desiined far great things. I remember him saying: 
One day lads, you'll be Gods. I've seen how 
resourceful you all are. You've got magic pockets, 
and great things are going to spring from them by 
'eck.' They were ever so fond of their Uncle lorn. 
He was a bit of a renegade though 

BRIAN NESBITT: So you think it was Uncle Tom 
that innuenred the boys and led ihem on the road 
to stardom? 
MRS. BITMAP. Ooh... well, perhaps not. no. 
BRIAN NESBITT: Do you ever see your boys 
anymore? 

MRS. BITMAP: Well... son of. Around Christmas 
time, we usually gel a DPaini disk with a picture of 
the three of them on n. sprawled over some beach 
or another... 

MR. BITMAP: Usually that Betty whatsit.. 

MRS. BITMAP: No. beach... BEACH. Where's ynur 
hearing aid gone? 

(At this point Mrs. Bitmap fumbles around inside 
Mr. Bitmap 's, shirt and pulls out a strange looking 
device with lots of buttons! 

BRIAN NESBirT: That's a very unusual hearing 
aid... 

MRS BITMAP: Ooh well that's because Steve built 
it you see. It was an amaring stghl. he took a lew 
odds and ends from his little tool kit. pushed his 
glasses further up his nose and disappeared into 
his room for about an hour. When he came out he 
was holding this. 

BRIAN NESBITT: So how does this hearing aid 
work 7 

MRS BITMAP: Ooh now this is very interesting. 
This button turns n on and off and this button 
controls the volume. 

BRIAN NESBITT: What about that one? 

MRS. BITMAP: Ooh the Nashwan button, that's 
my favourite. Press that and for the ne«t 10 




seconds 
you can 
hear 
everything 
wiihin in miles It's 
«reat for keeping up with 
all the gossip around here. I 
mean, did you know that Mrs. Pelling at No. if) has 
lust had a pool put in? 

BRIAN NESBITT: Uh.. no. Anyway, do you ever get 
down to I ondon to pay the boys a visit? 

MRS BITMAP Well, we weni down there 
recently... 
MR. BITMAP- Never again! 

BRIAN NESBITT: You sound rather negative about 
ihe whole affair. What happened? 

MRS. BITMAP Well it was like this When the 
boys won that award for Spcvdball j... 

MR BITMAP: Thai made us proud. . 

MRS BITMAP: .. they kindly invited us to go 
down to the ceremony. Well, we've never been 
Insulted so much in all our lives, never Have we 
dear? 

MR. BITMAP: Well there was thai time at the 
Vicar's house... 

MRS. BITMAP Never! We looked at 
the programme 
and there 
was 




some 

presentation 
to a Virgin! We 
I mean, it's not the 
thing decent respectable people want 
to know about is it, so we left 
immediately? In the old days the 
boys used to come up and see us. 
Thai was great. Father would gei his 
Bontempi out and we'd all goiher 
round and hum along to classic 
game soundtracks. 

BRIAN NESBITT. Oh... let's get back 10 
the boys and their earlier dayv We heard that the 
origins of one of their games came from around 
here. Do you remember what happened 7 

MRS. BITMAP: Oooh yes. I'll never forget that 
day... 

MR. BITMAP: Neither will the local football 



team 

MRS. BITMAP: You see one of little 
Sieve's earlier inventions was a small 
portable satellite telly receiver. One day he was 
watching some American sport or another when 
all of a sudden ihe three of them went into his 
ittle room There was a lot of banging and 
eventually the boys came out with bits of steel 
attached all over their bodily functions. 

MR. BITMAP; They had spikes coming out of 
every.... 

MRS BITMAP: They picked up a rugby ball, went 
oul of the door with Eric mumbling about an 
experiment or something and went down to the 
local football club, the Chipping Wanderers. As 
they walked in. the team's trainer started giving 
them strange looks 

MR. BITMAP: Was he ever cleared of those 
charges? 

MRS. BITMAP: Do be quiet Anyway, without 
warning, the boys charged into the team on the 
field. There was bltmd flying everywhere... 

MR. BITMAP; It was a marvellous sight, all them 
lads enjoying ihemselves... we were very proud of 
Ihem... 

MRS. BITMAP: The boys eventually walked away 
from the field shouting 'success' and so on They 
went home that night and worked on their 
computers all night long 

BRIAN NESBITT: And Speedball was 
the result? 

MRS. BITMAP: Good heavens no. That 
came about from watching Millwall on 
Ihe telly. This game was called Blood 
And Death On A Football Field or 
something It never gut released, 
funnily enough 
MR. BITMAP They're still trying to 
get the stains out of that pitch. 

BRIAN NESBITT: Have you any 
message you'd like to send to your 
sons? 

MRS BITMAP: Ooh yes.,.. 
I'm stuck on level three in 
Cadaver and I was 
wondering if ihey could 
help me out with a few 
clues... 

JSf -V:v MK R,IW And 

we're... urmph... 
vety. very proud 
of you all. 



its a irm e 
known fact 

that, In his 
early days, Mr 

Bitmap was 
also a bit of a 
dabbler with 

technology. 
Here he tries 
his prototype 

slimming' 
cabinet oui on 
Mike- 
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Four levels of 
difficulty will help 
you to learn quickly 
- and optional 
autopilot landings 
will allow you to 
concentrate on 
airborne action. The 
controls are simple, 
effective, and easy 



to remember. It is a great flight sim for beginners and 
experts alike. 





Fly missions in any 
of six real world 
arenas from the 
Persian Gulf to 
Vietnam, Central 
Europe to the 
Middle East and 
the North Cape to 
North Africa, giving 
you a total flying 
area of nearly half a million square miles. 
Each area contains hundreds of missions and each mission 
will differ depending on your chosen tactics, even if you fly it 
twice! 



o r 



o 

0- 

m 



An amazing ten 
viewpoints give you 
the opportunity to 
view the fast flowing 
3-D environment 
from virtually 
anywhere around 
your plane - and a 
unique "Director- 
option can be used 



illy change the view for you, so that you're 



to autom 

always looking right at the centre of the action. 



J 



-juS 



The newest smart 
weaponry and laser- 
guided armaments 
are primed for 
launch - it's your job 
to make sure lhat 
you're in the right 
place at the right 
time, and avoiding 
the constant enemy 



attack being thrown at you. 



Enemy pilots and 
missile crews acl 
and react 
intelligently and 
quickly Success 
depends on making 
the right moves - 
and making them 
fast. F15 Strike 
Eagle II puis you in 



Ihe holiest seat of them all - Take a look for yourself. 




F15 Strike Eagle II follows F19 and Gunship into the front line. The latest and g 



AIR SUPERIORITY 




The F15 Strike Eagle is the latest in a 
long line of F15 Eagles, whose 
development began in the mid '60s. 
Originally conceived as an ultra- 
powerful, ultra-fast air-superiority fighter, 
the design has developed into an air- 
superiority fighter with ground-attack 
capabilities. 

The F15 Strike Eagle is one of the 
fastest, most manoeuvrable, and most 
powerful military aircraft in the world. It 
has the capacity to carry the latest air- 
to-air and air-to-ground armament in 
addition to its 20mm cannon. 

The latest version of the Strike Eagle is 
equipped with a sophisticated zoom 
FLIR/TV/Laser target tracking system 
that allows the pilot to see close up 
views (either TV or thermal) of the target 
at all times. 



WORK IN 
PROGRESS 



Gordon Houghton may have a fair way to go before he can join the- 
golfing elite, tut for now he can make do with placing his tee on the 
latest three-dimensional course 



PROJECT 

3D Golf (Working Title) 

PUBLISHER 

MicroProse 

AUTHOR 

The Thought Train: 
Lee Hodgson 
(Presentation, Al) 
Mark Da vies 
(3D Graphics) 

INITIATED 

May 1990 

RELEASE 

Summer 1991 



"We're trying 
to simulate 
the essential 
things such as 
reading the 
golf course 
correctly and 
positioning 

the ball, 
rather than 
the way you 
grip the club." 

Tim Roberts, 
Project Manager 




THREE INTO FO 




YOU MAY NOT HAVE 
Falda's swing, erm... 
Faldo's temperament and, 
let's see, the strength of, urn... 
Foldo! But none of these is really 
necessary if you're to become the 
all-round golfer - at least that's 
the claim made by the people 
who are putting (geddit?) 3D 
Golf together. Doesn't all this 
sound a little familiar though? 

Tim Roberts, 3D Golf's project 
manager, doesn't think so - he 
reckons thai MicroProse has a 
novel approach to simulating the 



pursuit of gentlemen: "What's 
unique about this game is that 
you experience a real 
landscape. What you get in 
virtually every other game are 
sprites and solid green going off 
into the distance. The 'true' 3D 
system in 3D Golf means that 
you get a feel for the contours ol 
the land." 

Using polygons and vectors to 
construct a course may be 
new(ish - after all, Gremlin's 
Greg Norman's Ultimate Golf 
and Access' imminent Links both 



use the some perspective), but 
more traditional methods 
arguably have one advontage: 
they look more natural. 
Nonetheless, what this one loses 
in graphical terms it gains in 
flexibility and realism: you can 
actually see the raised greens 
ahead of you and watch the ball 
bounce off a mound or roll 
convincingly down a slope. 

Probably the most striking 
feature of this svstem is its 
camera view, whicn allows you 
to track the ball in flight - just like 




NO GOLF GAME WOULD BE COMPLETE without the option to practice your 
driving and putting. 3D Golfs driving range not only allows you to ipray 
the ball everywhere, but alio gives you something to aim al - in this 
case a «oupl« of holts. Getting the ball to land happily on the raised 
greens is particularly difficult: a high shot has to be spot on, while a low 
stroke needs exactly the right amount of pace. 



BEFORE EVERY STROKE you'll be able to examine a scaled-down landscape 
map of the hole. This gives an isometric view which can be rotated and 
viewed from four different vantage points, allowing you to carefully 
plan your shots. The red arc shows the ball's current direction, but you 
can change the aim simply by clicking the mouse button on the spot 
where you want it to land. 
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L'OES GO! 




on the telly! The 
finished product 
should extend this 
concept oven 
further: "We're hoping to hove 
selectable camera usage during 
the game," Roberts explains. "At 
the moment you can replay and 
save shots from a standard 
viewpoint, but we're trying to 
create a customised system 
which allows you to position 
cameras along the course and 
view your shot again and again 
from a variety of angles. This 



shouldn't be impossible, as 
cameras come fairly cheap once 
you've built your 3D world." 

The gome will be released on 
the MicroStyle label and, as with 
its slablemales such as RVF 
Honda, Stunt Car Racer and Air 
Duel, it's intended to combine 
'fun' arcade action with the 
accuracy of simulation. Roberts 
elaborates: "We're trying to 
approach it from two sides: 



DESPITE THE EMPHASIS on 
accessibility, there are plenty of 
parameters for simulation tans lo 
fiddle about with, including the 
position of your feel and the 
height of the tee. A more standard 
option Is ihoiic of clubs: there's a 
default selection for each shot, but 
at any time you can take your pick 
from five woods, nine Irons, a 
pitching wedgo, a sand wedge, 
and a putter. As you can see. Lee's 
skills have yet lo be applied to Ihe 
presentation screens. 

simulation and gameplay, From 
the simulation point of view it has 
to look and feel as though you're 
actually on a golf course. For 
instance, when the camera 
follows the ball you can see the 
landscape beneath you and 
understand how the course is 
made up. 

"From o gameplay point of 
view, you obviously can't 
simulate too much, because there 



PLAYING A SHOT couldn't be 
simpler: one mouse-click sets the 
strength, while a second 
determines the height. The latter 
feature is unique to 3D OoH and 
allows you to apply top or 
backspin: so, whether you need lo 
hit the ball low out of the trees or 
you want it to land right nest to 
the pin, height adjustment is Ihe 
key. The strength bars shown hero 
are only functional: the finished 
version will be semi-circular. 



DESIGNER OF 
COURSE 

THE GAME IS BEING DEVELOPED 
using DevPoc, but trie 
programmers have also created 
their own course editor. This is 
described as "on unwieldy 
creature", but if things go well, it 
could prove to be the next release 
ofter 3D GoK. Tim Roberts 
explains: "It's quite complex at me 
moment, ond we'd hove to rework 
the front end completely, but if we 
refined it, we could release it later 
on and ollow people to create 
their own courses. It would be 
quite a substantial product in its 
own right." If this plan comes lo 
pass, it's likely that o further six 
course designs will be included. 
After that, data disks are a 
possibility, "but we'll have to wait 
and see." Each course does use 
the maximum amount of colours 
possible, but os Roberts points out, 
"given the londscope we're 
looking at, a fair number of them 
are shades of green," Meanwhile 
the 3D strolling speed is well up to 
scratch, mainly because the 
program curs out peripheral 
details when the camera rolls into 
action: ifs currently running at 6-7 
frames per second. 



are so many things you can do 
wrong in a real game of golf - it 
all depends on your position ond 
stance. We're trying to simulate 
the essential things such as 




ANOTHER UNIQUE FEATURE is Ihe television-style 'camera tracking' 
system, which initially follows Ihe ball in flight, then switches lo an 
imaginary fan's viewpoint at the side of Ihe fairway io trace your shot 
along Ihe final few yards. The frame rale Is maintained by simplifying 
the graphical detail ■ once the scrolling slops, full detail is reinstated. 
It's a technique already used In some 3D flight games, and it succeeds 
because you end up watching Ihe ball ralher than Ihe background. 



ONCE YOU'RE READY TO TEE OFF, you're given the slandard view of the 
course from behind the golfer. At the moment he's just a silhouette 
designed lo test Ihe number of animation frames required - in the 
finished game this will be replaced by a full-colour re-touched sprite. You 
can make any last-minute fine-tuning to your aim here, and because the 
3D is vector-based this doesn't involve lengthy screen redrawing • now 
that should be a bonus! 
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reading the golf course correctly 
and positioning the boll, rather 
than the way you grip the club. 
Even so, there are plenty of those 
kind of parameters thrown in, 
such as the ability to position 
your feel and, of course, club 
selection." 

Naturally, you'll also be able lo 
apply spin: this will largely 
depend on the position of your 
feet and selecting the right club, 
but the height or the shot is also 
important: "I haven't seen many 
older games where you can 
actually control the end result - 
the program usually does it 
automatically for you according 
to the club you select and how 
hard you hit the ball. In real life 
you can control these factors to 
some extent by judging the height 
and looking ot where the ball is 
going to land. If you watch golf 
on TV, you quite often see 

E layers aiming for high ground 
ehind a pin and letting the ball 
roll back towards the hole." 

Up to four people can play at 
once or, alternatively, there's a 
choice of 10 'ranked' computer 
opponents - each with his or her 
own playing style and 
performance characteristics. 
There will also be a variety of 
different game types: 'fourballs', 
'singles', 'threesomes' and 
'beslballs' should all be included, 
if you still want more, then the 
four difficulty levels should keep 
you smiling (as they make you 
anything from the kind of novice 
who hooks everything, to the 
professional who gauges the 
wind with an outstretched finger, 
selects the right clubs and finishes 
with a rounaof 61 every time). 

The finished program will 
include six courses, two of which 
will be imaginary, but four will 
be based on existing courses in 
Britain and Europe (which goes 
against the usual trend of setting 
golf games on the other side or 
the Atlantic), Roberts explains 
why: "I think every golf game 



YOUR HANDICAP IS UPDATED 
after oach round - with ihe 
results then accessible on your 
personal statistics sireen. Hie 
bar chart allows you lo sm 
instantly which hole on each 
course is your worst, so that 
you can practice It to 
perfection. Tim Roberts 
elaborates: "Tour ultimata aim 
Is to achieve Professional 
status and defeat all of Ihe 
ranking computer opponents - 
afler that, the only limit is 
how far below par you can gel. 
The whole thing's a learning 
process • people should always 
be able to come back to it and 
still have things lo do." 
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15: Player 1 



AFTER EACH HOLE, a 
comprehensive score card 
revoatt the state ot play and 
details your achievements, not 
only in isolation, but also in 
comparison to all of the other 
players currently competing. 
Your computer opposition is 
roughly divided Into two 
distinct groups: they're either 
run-of-the-mill players or 
members of the elite - the Top 
TO. No famous names have 
been licensed to fill these 
categories so tor • and none are 
likely lo be either! 



before he started this project, 
both Hodgson and Davies are 
keen golfers. 

This is their first major project, 
as Roberts explains: "They're 
fairly fresh out of college - ihey've 
done little bits here and there, but 
nothing substantial." The duo's 
future plans lie squarely in the 
games domain, but they want 
their next project to be a little less 
serious. This time next year we 
could be keeping our eyes peeled 
for the last word in shoot 'em ups 
from The Thought Train... 



that's ever been released has got 
Torrey Pines on it - we thought 
we'd do some of the European 
ones for a change." However, 
because data disfcs could be in 
the pipeline (see box), there is 
nothing to prevent MicroProse 
releasing an American lour al a 
later date. For now, Tim has 
written to several clubs 
throughout the country for 

Eermission lo use their designs, 
ut no firm promises have been 
made as yet. 

The programmers behind this 
epic journey to ihe 1 9th hole are 
Lee Hodgson and Mark Davies, 
collectively known as The Thought 
Train. Lee is responsible for all 
the front end graphics and is 
currently tackling the artificial 
inlelligence for ihe computer 
opponents, Mark's field of 
expertise, on the other hand, is 
the 3D graphics routines. 
Although Roberts admits to never 
having picked up a golf club 
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AT THE MOMENT, holes are loaded in Iwo al a lime, culling down on 
loading lime and making disk-swapping negligible. The final disk count 
should be three: one for Ihe program, one for the courses, and 
(probably) a supplied dala disk. This data disk will be capable of storing 
1 2 player profiles (In effect, a doien courses per player), 1 2 games in 
progress and 12 shots - so, at last, you can prove thai you really did get 
that hole in one. If you want additional storage space, Ihe program has 
a facility for creating dala disks of your own. 





ONCE YOU'VE MADE IT TO THE GREEN, an unusual strength meter allows 
you to gauge Ihe power of Ihe shot. Straight pulls on a flat surface only 
require Ihe bar lo be half-filled, so a downhill putl needs Ihe lightest of 
touches and an uphill one needs thai extra 'oomph'. 



THE COURSES WILL VARY In 
difficulty: some will have clumps 
of old oak trees and dog-legs, 
while others will feature lakes 
and other hazards - the easiest 
will just be wide open fairways 
with a couple of bunkers. "The 
aim is lo avoid having six similar 
designs, because poople will just 
go back to Iheir favourile one 
lime and again. This way you'll be 
able lo slart off with Ihe easy 
courses and work up to Ike near- 
impossible ones." 




AN ACCURATE WIND FACTOR is 
essential to the realism of a golf 
simulation • just look at those 
trees quiver. All right - you've 
guessed It • they're not moving al 
all! Bui Ihey will: Ihe code is 
already lurking in Ihe program, 
but no icon has yet been designed 
to indicate strength and direction. 
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No PC Graphics Here. 

As everybody knows, many Amiga games aren't really Amiga games at all. They're PC 
games in disguise. But now Accolade introduces three awesome games that definitely are 
"Made in Amiga." That means enhanced 32-color Amiga graphics. Great Amiga sounds. 
Hot Amiga music. And dazzling Amiga animation. If you're looking for 100% pure Amiga 
adventure, Accolade has three graphic examples. 



"Les Manley is a bit 
of a nerd" 
- What Personal Computer 




The took and reel of a Graphic Adventure As the skinny but heroic Les Manley. your task One minule you're watching TV. the next 

with the depth ot an FRP Totally icon driven. is to Ilnd the greatest, most elusive enter- you're sucked into a parallel universe of 

Over 100 hours of fnghfeningly realistic tamer ot at! time, win a million dollars - and gorgeous artwork and clever animation 

gameplay. Help Elvtra solve the terrible secret the affection of your boss's secretary who Vour quest? Save this remarkable world 

of her 800-location castle. doesn't know you exist. from destruction. 



To order write or call: 
Accolade Europe Ltd. 
50 Lombard Road 
London SW 11 3SU 
(071)738-1391 
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TH-TH-TH-THAT'S ALL FOLKS 

Well, for most of us. Next month's issue of 
The One is going to be somewhat different. 
For a start, none of us will be here. We're all 
heading off to meet fresh challenges head 
on, to be replaced by the lads from our 
ex-sister magazine ACE. Don't worry though, 
you're in good hands as one of these is none 
other than the irrepressible Gary Whitta. Yep, 
Whitta's back home where he started and 
together with the others (Jim Douglas, David 
Upchurch and Jim Willis) is bound to bring 
you the brightest, liveliest, most informative 
read for Amiga games, every month, without 
fail 

Before the rest of us depart though, we 
would like to thank everyone who's helped 
us put The One into your hands each month. 
Whatever part you played, no matter how 
small, your efforts were greatly appreciated 
and, we hope, well rewarded. 

Almost time to hand over to the new boys 
in town so with a lump in our throats and a 
tear in our eyes, we wish everyone all the 
best and... Goodbyeeell! 
Paul, Jools, Heather and Gordon 



6 THE 
SNEAK 
PREVIEW 
DISK 

Umbrellas at the ready 
chaps, Parasol Stars is 
about to come 
storming onto your 
screens. That's joined 
by Space Crusade and a 
couple of Golfing 
Greats and Trickshot 
Trials. 

8 MEWS 

As the industry rumour 
mill goes into 
overdrive, our band of 
spies, informants and 



bloodhounds keep 
their noses to the 
ground, their ears 
peeled and their eyes 
on the grindstone 
(ouch!). 

18 BIG NEWS 

Things they are 
a-changingl Read here 
to find out what. 

21 PROFILES 

System 3's top-bod, 
Adrian Cale, reveals all 
his sins and secrets to 
our ever-alert tape 
recorders. Mike 
Singleton does the 
same, only different. 




MicroProse 
^ announces two 

brand new 
flight sims, 
A.T.A.C. and 
B17 Flying Fortress. Paul 
Presley takes a look at 
what's to come from 
the masters of flight. 
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24 LETTERS 

Subjects on offer in 
this month's debating 
forum are: Box quality, 
game quality, 
magazine quality and 
the death (sort of) of 
the Sarge. 

26 WORK IN 
PROGRESS 

Graftgold's Fire And 
Ice heats us up, cools 
us down and generally 
impresses all round, 
while Ciaran Brennan 
dons his football kit 
and drops in on 
Sensible Software for a 
behind the scenes look 
at Sensible Soccer, the 
madcap answer to Kick 
Off. 
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Do games really need beefy heroes with access to more military 
hardware than Stormin' Norman? Laurence Scoff ord thinks not, as 
he investigates Storm's latest coin-op conversion... 



PROJECT 

Rod -Land 

PUBLISHER 

Storm 

AUTHORS 

Random Access: 
Ronald Pieket Weeserik 
(Programming) 
John Croudy 
(Additional 
Programming) 
Nea Longman 
(Graphics) 

INITIATED 

March 1991 

RELEASE 

September 1991 



"We are 
writing the 

1 6-Bit 
versions the 
way the 
arcade 
version 
should have 
been 
written." 

Ronald Pieket Weeserik, 
programmer 



SISTERS ARE DOI 



i 



T'S A REVOLUTION! Well, 
lhat is, if a revolution can be 
all fluffy, cute and nice, then 
this probably qualifies. 

What we ate dealing with here 
is an arcade gome which 
features female characters that 
aren't clad in studded toother 
bikinis and brandishing phallic 
swords. Instead, Roa-lana'i 
heroines ore cute little fairies clad 
in pretty (and modest) dresses 
and armed with wands (okay, so 
the wands ore a bit suspect, but 
you can't have everything). 

The fairies in question, Tom ond 
Rit, are o sort of female 
equivalent of Bubble Bobble's 
heroes, Bub and Bob (who, of 
course, later mode a 
reappearance in Rainbow 
Islands). The story which jollies 
Jaleco's coin-op along is that 
Tam ond Rit's mum has been 
kidnapped and locked up at the 
top of the Maboot's tower. 
Understandably, neither of the 
girls is happy with this situation, 
so they pack up their troubles 
and set off to the rescue. 

To help them in their quest, the 
village elders have given the girls 
the Rods of Sheesanamo: special 
wands designed specifically for 
monster-bashing. What's more, 
daddy has mode each of them a 
present of o pair of Rainbow 
Shoes - handy items if a quick 
getaway is calfed for. 

This more-or-less standard 
scenario sets the scene for a 
colourful platform romp where 
our two long-haired heroines are 
beset by a variety of creatures 
from the land of cute. These 
range from bunnies with 
horns to the bizarre 
Polymorf monster 
(nicknamed The 
Sleeping Bag 
Monster by 
project 
manager Dan 
Morchant, because 
it resembles that very 
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TO BEGIN AT THE BEGINNING... 
hart's the coin-op. Ves, yes, wc 
know the sprites look en. Ira- 
specially cute and the bunnies 
don't look al all deadly, but [ust 
wait until you get within 
snapping distance! Notice the 
balloons, one of two very useful 
forms of transport (the other 
being the Telepart doors). 



HERE IT IS AGAIN, nicely 
demonstrating how the 
weapons can put a halt to any 
monkey business. These 
destructive bolts are produced 
by setting of the dynamite. 



item - with teeth). All in all, this 
promises to be one of the most 
delightful and playable coin-op 
conversions of 1991. 

The conversion is being 
handled by Random Access, one 
of the most competent teams in 
the business, with titles such as 
Silkworm and The Ninja 
Warriors already under its 
collective belt. And according to 
Dutch programmer Ronald Pieket 
Weeserik, this conversion has 
been plain sailing compared to 
those previous games. "It's nice 
to do a game that the computer is 
capable of emulating," he 
comments. "Everything in the 
cotn-op can be included and the 
finished game will run at the 
correct frame rate." 
PLATFORM PROBLEMS 
In fact, Rondom Access is not 
merely reproducing a near- 
perfect conversion of Jaleco's 
machine. It's actually hoping to 
improve on it. "If you play the 
coin-op you'll notice lots of 
bugs," Weeserik points out, "such 
as enemies getting stuck at the 
top of lodders, the ability to slam 
enemies down on thin air, ond 
not being able to zap things from 
ladders! These have all been 
corrected. We are writing the 16- 
bit versions the way the arcade 
version should have been 
written." 

The slamming-down-onto-thin- 
air bug occurs when either Tam 
or Rit catches a monster ot the 
end of a platform. It's then 
possible to swing the monster 
over the edge of the platform and 
slam it down onto thin air - try 
this tn Storm's version and the 
monster will simply go hurtling 
down to the next platform ana 
land with a thump. 




you can sm, ihe gropr 
original - and lha whole thing is jtit as 
sickencngly cute- Note how Tom and Rit lure 
into little fairies when they die. 



As well as the corrected bugs, 
eagle-eyed players will notice 
the inclusion of some additional 
screens - so even if you can ploy 
through to the end of the coin-op 
you should find this version 
more of a challenge. 



MORE THAN MEETS THE EYE 

SOMETHING THAT YOU WON'T FIND in the coin-op 
are hidden features and bonuses - because, unlike 
most modern arcade machines, Jaleco's baby is 
completely devoid of them. Once again, this is a 
deficiency that the boys at Random Access are 
anxious to rectify. These extras will probably only 
be revealed by use of special mode activation codes 
- and those of you who've really got into The Ninja 
Warriors will know just how bizarre Random 
Access' cheat modes can be. 
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NG IT FOR THEMSELVES 



SOUND 

WHILE THE TREND in 
modern coin-ops is to 
sample sound effects 
(presumably to benefit 
from the more realistic 
quality), Jaleco has 
synlhesised all the effects in 
Rod-Land. Weeserik is 
going to attempt to copy 
the results as closely as he 
can. In the spirit of general 
improvement however, he 
feels that several of the less 
suitable sounds might get 
replaced by something a 
little more palatable. 




RAINBOH SHOES. 

GIVEN BV THE ELDER 





THE BOOTS ARE USED Is create a portable 
ladder [u&T where you need it. This (an olio 
be used by enemies though, as it stays in 
plate until you move it again. 



GRAPHICS 

GRAPHIC ARTIST NED 
LANGMAN has managed 
fo get all of the original 
graphics into this 
conversion, but it hasn't 
been easy. The sprites were 
simple enough, but the 
backgrounds presented 
some problems. Jaleco had 
supplied a disk with the 
backgrounds stored as 1 6 x 
16 pixel squares, jumbled 
up and in trie wrong 
colours, Since there were 
about 500 of them in total, 
making sense of it all 
caused a real headache. 
However, one surprise 
extra that Ned did find on 
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THE P0LYM0RF (OR SLEEPING BAG 
MONiter) is o disgusting creature thai 
slimes its way up to an unsuspecting fairy 
and then tolls its tongue out (yukl). 



THIS IS THE EASIEST 
WAY TO BUMP OFF 
ENEMIES. lust grab 
Ihem with your magic 
ad and bourne them 
back and forth until 
they turn into a 
weapon. This weapon 
tan be left m place 
until it's needed and 
then activated lo 
destroy further 
enemies and turn 
them into bonuses. 




SOME OF THE OTHER SPRITES, ranging from 
the bonuses left when enemies are destroyed 
with weapons lo the ale croc' - what's he 
for? You'll just hove lo wail and see. 



This nos ty -looking fellow is jasl one of 
the end-fli-levef nonsteri you can n pud 
to encounter in the finished version. 



Jaleco's disks was a set of 
animations that hadn't been 
included in the final version 
of the coin-op. There was 
an extra animation for each 
of the enemy sprites, 
showing, for example, the 
chick pulling a worm out of 
the ground or the rabbit 
eating a carrot. Rather than 
just use these willy-nilly, the 
team decided that they 
would be used to indicate 
when the monsters were 
about to change from their 
■normal patrol mode lo their 
attack mode. Remember - 
you have been warned! 
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IMAGINE BEING ABLE TO surf, 
■skateboard, tackle a BMX course 
or chill out with your 'hackeysack' 
- all under the blazing Californ'ian 
sunshine... and all without leaving 
your bedroom! 

Well the winner of this great 
competition will be able to do just 
that, as Atari is offering one of its 
all-new Lynx portable consoles, 
complete with Epyx' California 
Games as first prize. 

The latest colour handheld to 
hit the market, the lynx offers a 
back-lit colour LCD display, 
built-in joypad and two-button 
control set-up, an AC adaptor and 
a 'ComLynx cable so that up to 
16 players can take part in certain 
games. Also, a clever piece of 
software trickery allows the screen 
to flip by 180 , so that the 
machine is just as comfortable for 
left-handers as it is for the rest of 



The basic unit, that is the one 
which comes without a game 
inducted, costs £79.99. Tn all, 
there are 1 6 titles to choose from 
including the aforementioned 
California Games, Rampage, 
Rygar and Road Blasters, while a 
further 50 games are currently in 
development. 

So now can this great prize be 
yours? Simple - just solve our 
Caljfornian teaser and send your 
answers on a postcard (or the 
bock of a sealed envelope) to: 
California Dreamin', 
The One, EMAP Images, Priory 
Court, 

30-32 Farringdon Lane, London 
EC1R3AU. 

Entries should arrive no later than 
Monday June 10th 1991 - and 
don't forget to include your full 
name ana address. 



THE SMALL PRINT 

The editoi'i decision ii fitva! and no 
co*r«pondence be cofored info. 
Employee of EMAP Images. Atari ond 
£py.» W>y riot en*er The winner's noma 
will bs pubttjtmd h afeflhcoming issue 
d The Che. 





CALIFORNIA TEASIN' 

California, the surfing capital of me U.S.A., has been celebrated in 
song by countless groups, including The Eagles, The Beach Boys 
and The Mamas and Papas. To be in with a chance of walking 
owoy with your very own Atari Lynx, all you have to do is match 
the three songs mentioned below to those three groups (simple eh? 
But if you do have ony problems, try asking your dad!]. 

* '■ ' ■ r . v '■!■**:-> -r-s-vs w * , .'. ■ < ■ ' ,-' r s-; . ; r '^ r -.- ✓ . . s iv.-. '. y/>K^ra^^^m^#»j 

a) California Dreamin' 

b) California GiAs 

c) Hotel California 
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VISITORS WELCOME 
SOFTWARE 



Title Price 

Armour Geddon £17.99 

Awesome + T-Shirt £25.50 

Atomic Robokid £1 7.99 

Captive £17.99 

Cruise For A Corpse £1 7.99 

Chick Rock £17.99 

Colonels Request £29.99 

Codename Iceman £29.99 

Deuteros £17.99 

DickTracy £17.99 

Eco-Phantoms £1 7.99 

Elite £17.99 

F1 9 Stealth £23.50 

Future Basketball £17.99 

FullBlast £18.99 

Golden Axe £17.99 

Heroquest £17.99 

Hydra £17.99 

Kickof2 £17.99 

Cruiser-Black £8.99 

Cruiser-Auto £11.99 

Speedking-Std £8.99 

Speedking-Auto £9.99 

Comppro5000 £13.99 

ContriverChallengerCable £23.99 

Contriver Challenger Intra Red £29.99 

Stingray £13.99 

Stingray Auto £14.99 

Navigator Auto £13.50 

NESControlDeck £77.99 

Guntlet2 £35.99 

Gremlins2 £35.99 

MegaMan2 £35.99 

SuperMarioBros2 £34.99 

Bayou Billy £30.99 

TronSword £30.99 

Faxanado £26.99 

Solar Jetman £26.99 

Tetris £21.99 



24 HR CREDIT CARD HOT LINE 



Title Price 

Limmings-Special £1 6.99 

LotusTurboChallenge £17.99 

M1 Tank Platoon £21.50 

MegaTravelleM £21.50 

Midwinter2 £21.50 

NAM £25.50 

Nightshirt £17.99 

Pang £17.99 

Powermonster £23.99 

Secret of Monkey Island - Special £21 .50 

SuperOf Roadracer £1 7.99 

Supercars2-Special £16.99 

TeenageTurtles £17.99 

Turrican2 £17.99 

UMSII £23.50 

UltimateRide £17.99 

Wing Commander - Just Kidding! 



HARDWARE 



ST520 FM £269.99 
ST DRIVE + Corporation 
+ Kick Off 2 £75.00 
Contriver 5in - 1 Mouse £24.99 
Contriver St Mouse £19.99 



SEGA MEGADRIVE 



SegaMegadrive £149.99 

Afterburner2 £32.99 

Ghostbusters £32.99 

Ishido £32.99 

James Pond £34.99 

Moon walker/ Video £34.99 

PGAGolfTour £34.99 

Sword of Sadan £34.99 



THESE ARE JUST A HANDFUL OF WHAT IS AVAILABLE!! 
ALL SOFTWARE/HARDWARE IS SUBJECT TO AVAILABILITY 
NEW TITLES SENT ON DAY OF RELEASE 
£1.00 p&p ON SOFTWARE/UP TO £5 ON HARDWARE 
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PROJECT 

Pegasus 

PUBLISHER 

Gremlin 

AUTHOR 

OpHmus Software 
Neil Hill 
(Coding) 
Adrian Ludley 
(Graphics' 
Jason Falcus 
(Project Management) 
Mike Muskett 
(Presentation Graphics 

INITIATED 

October 1990 




WHAT'S IM£ POINT of having wings shoot 'em up which features the 

H you can't use them? lach shoot winged horse of Greek 

'em up section ihi you astride mythology as its major sprite 
your mount, taking out the Q ^ ^ of on J h ; 5 



onioning hordes of Satan while 
avoiding contact with the deadly 
boikground features. 



TECHNOPORN 

ORIGINALLY DEVELOPED on an 
IBM-compatible 286 running PDS 2, 
Pegasus runs at up to 50 frames 
per second throughout (with usually 
between 15 and 20 sprites active 
on screen at any one time and up to 
26 on some occasions). The 
graphics have been rendered on o 
number of machines, using o 
variety of paint packages including 
DPaintani OCP Art Studio. There's 
no sound to speak of as yet ■ and 
as OpHmus doesn't have its own 
sound moestro, this area will 
probably be overseen by o member 



followers to spur the olayer into 
action: apparently, old Nick has 
stolen the souls or four 

'incarnations' 
(death, time, fate 
and war) and 
i an i trapped them in 
a PDS 2 gems. Your task is, 

as ever, to leap 
ameS .. onto your horse 
1 usually an d g0 offer him - 
active only this time your 

]nd up to norse can double 
as a flying 
• machine. 

Although there 
are 50 levels, 
icluding Pegasus splits 
There's nea fly int0 ' ive 

. j < sections 

I (unsurprisingly, 
S own comprising 10 

levels apiece}, with 
member 6010 featuring a 

distinctive graphics 
set. The gameplay 




DESPITE OUR HERO having his laat firmly on the ground, the beat 'em up 
teitions use almost as muih of the screen as their flying counterparts 
(mostly through the use of platforms and the like). These sections also 
feature some tough intermedial* enemies including these animated 
statues who stop frow their pedestals to lokt you oat. Mote the 
lightning flashing In the background, an affect which features 
throughout. 



is broken down further by the 
olternate appearance of nying 
(shoot 'em up) and walking 
(beat 'em up) action in eocn 
level. 

But this isn't how it all started 
out. Optimus' original plans 
were for a similar game, but 
with only five or six levels - each 
of which could scroll both ways. 
However, this plan had to be 
dropped, as programmer Neil 
Hill explains: "We weren't 
happy with the way that the 
game was playing when we 
tried that - it was bard to predict 
what the player was going to be 



able to do with the screen going 
both ways, so you tended to 
lose some of the gameplay." 

However, a number of 
elements hove remained 
throughout the game's 
development, despite the 
numerous changes - the most 
obvious of which is the winged 
horse sprite: project manager 
Jason Falcus takes up the story: 
"We were trying to get away 
from the usual space-based stuff 
that's in every other shoot 'em 
up and we knew that we could 
do something really special with 
a fantasy scenario. So we put 
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HE MAY NOT IE DIGITISED from LA taw't Harry Hamlin or 
■ohm olhtr hanky TV bare, but this actually moans thai fh* 
boys from Optima bay* to put «*«n noro work Into moving 
lb* main characltr whon ho'l not astride bit mythological 
horio. Thii (harailor li still unnumtd, although Ponous, the 
<urr*nl front-runner, looks Ilk* lotting tho distant* 
apparently thore's no mythological mui for this cfaolco, 
It's fast that Perseus and Pegasus go woll together). 



8" M 0 # #f| 

Dot • * 




THE WAY THE STORY GOES, your on-s<r**n persona Is balag 
prelected In his qutst by a poworful wizard. So, whan It 
looks as though you're about to pop your dogs, your 
guardian simply picks you up, rovltallsas you and pops you 
back down Into tbo thick of things, as doasonstrafod by 
these spritts. Your benefactor may bo poworful, but he's 
not God, so this prows con only bo repeated thrao timts 
do you want, ImmorlalltyT). 



BECAUSE Of THE GAME'S UNUSUAL STRUCTURE, th* *nd-of- 
l*y*l guardians have boon r*pl*(*d by '*nd of *v*ry tonth 
l*vol' guardians, Including this elaborate dragon. 
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TV or not TV? Kati Hamza ponders the question 



PROJECT 

Mad TV 

PUBUSHER 

Rainbow Arts 

AUTHOR 

Stefan Hoffmann 
Code) 

homas Andrae 

Graphics) 
Heiko Schroeder 

Development System) 
Christian Kramer 
(Coding) 
Ralph Stock 
(Project Manager) 
Chris HuelsbecK 
(Sound) 



INITIATED 

June 1990 

RELEASE 

June 



EACH WORKING DAY begins with a 

trip to the boss' off i<e. If your 
schedule to far it a disaster, you'll 

probably gat sacked ■ If you're 
doing well, the man [ust growls a 
bit to keep you on your toes. 




O 




N THOSE COLD, 
BORING EVENINGS after 
work, project manager 
Ralph Slock lilies nolhing belter 
man lo gel out a couple of 
pockets of ready- sailed crisps, 

Srab a can of Loewenbrau and 
ick on the TV. As fate would 
have it, it was on one of these 
heady nights that inspiration 
struck: "I was watching a very 
bad commercial channel and 
wondered what sort of people 
could run that kind of TV station - 
that's how the idea for Mod TV 
was born." 

If didn't take long for the 
embryo idea to develop inlo a 
live and kicking game-plan. 
Appropriately, the storyline is so 
realistic that you could 
surreptitiously swap it with an 
episode of Neighbours and 
nobody would notice. 

At the hub of the action 
are the madcap exploits of 
one love-lorn individual, 
Archie, as he attempts to 
ingraliale himself with ihe 
love of his life, Betty 
Botterblom, a 
devaslalingly beautiful 
television announcer. By a 
stroke of astounding 
coincidence, Archie just 
happens lo bear more 
than a passing 
resemblance to Manfred L. 
Feinbein, Mod TV's new 
programme director - so 
naturally, besotted by dreams of 
Betty's pectorals, Archie adopts 
Feinbein's name, his office and 
his job. 

The upshot of ihese emotional 




THE NERVE CENTRE of your international telecommunications empire It 
the office. Hero you can call up Ihe day's schedule, Information on crwlal 
advertising spots, and the financial transactions of the last few days. 
This is also the place where a little careful wheeling and dealing, some 
judicious buying and selling of transmitters and a bit of business acumen 
hold you in good stead. The key to success is fo create a healthy 
relationship between advertising income and production expenditure - 
the skill lies in keeping it that way when your opponents get ugly. 

gymnaslics is that you 
(impersonating Archie 
impersonating Feinbein, so lo 
speak) are entrusted with Ihe 
difficult lask of making Mad TV's 
ralings soar. That means 
planning the programmes, 
revamping ihe news and 
producing those dead cert 
money-spinners that'll rake in ihe 



viewers before your two 
computer-aulomated rivals do. 

Chief programmer Stefan 
Hoffmann, whose previous 
games include several German 
adventure titles, defines it as: "An 
absolutely new kind of business 
simulation," but insists thai 
business isn'f just another word 
for boring. "If 5 true, there are 



DRAWING 
AN 

AUDIENCE 



CONTRAST with Andrae's more 
mainstream work, planning the graphics 
for Mad TV is a compromise between 
cartoonist's licence and game necessity. An 
office like this has to look good, but he 
also needs to leave room for various visual 
tables and displays. Obviously It's no good 
(ranting an office which is aesthetically 
pleasing, but In which all the essential 
items - computer screen, drawers and so 
on • aran't easily accessible to the mou 



IN YOUR BOG-STANDARD BUSINESS SIM, a joke fits in like it would al a funeral. Mod TV, claims Stefan 
Hoffmann will be radically different. Why? Because: "It's got a sense of humour." The appearance of Bett) 
Botterblom, a suitably lany soundtrack and more tacky jokes than an episode of Birds Of A Feather, are 
designed to endow the action with the maximum 'wacky factor'. 

The consensus is that the key to the whole shebang is the cartoon-style of the graphics - and to this end 
Rainbow Arts has deliberately opted to use professional cartoonist Thomas Andrae, rather than a 
dedicated computer graphics expert. 

Andrae's work normally involves producing the 
. line-drawings for a popular German elephant 



46, 
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' r cartoon ond (his favourite) creating storyboords 
for a selection of advertising companies. His 
relatively limited computer experience was 
acquired more or less by accident: "I bought an 
Amiga about three years ago, saw an advert in a 
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EVEN WHEN YOU'VE GOT CARTLOADS Of CASH available, you can't 
always buy the top quality programmes you want. When a trip 
to the archive to search through your back-catalogue proves 
fruitless, it may be time to start creating your own shows. The 
studio is the place to do it - providing you've got enough space. 
If floor allocation gets too tight, you may have to kick out one 
of the building's other tenants - the laundry, for instance. 



dozens of boring business 
games, but most of those just 
nave the players talcing turns. 
Mad TV is interactive; the 
computer rivals play at the same 
time as the human player does. 
You can actually see them all 
walking around the skyscraper's 
doors and getting on with their 
individual jobs." 

Inevitably, perfecting this kind 
of intelligent automation takes 
time. By rar the most complex 
aspect of the programming 
process to date has been 
creating Archie's simulated 
opponents, which has taken 



Christian Kramer several months' 
hard slog: "The trick." he 
confides, "Is to make them so 
smart that you get the impression 
you're playing against a human 
being." 

These 
digital 
villains 
have got to 
be at least 
as devious 
as you - 
and 

reasonably 
fallible: 
make them 



too clever and playing won't be 
any fun, too stupid and winning 
just gets boring. Fortunately he 
had the Rainbow Arts' in-house 
development engine to help him: 
"It's our own system, based on 
Turbo C++ combined with special 
graphics, sound and code 
libraries." 

A large chunk of this 
technology has been directed at 
perfecting cartoon graphics and 
a simulated sense or humour, but 
according to Stefan these aren't 
the two primary development 
objectives: "What we're aiming 
for is payability. It doesn't matter 
how good the presentation is, in 
the end long-term motivation is 
what really counts. You've got to 
have good graphics, but the most 
important factor is that the player 





THE MAD TV BUILDING isn't just a lump of 
sophisticated architecture • It's where Betty 
Botterblom, apple of your eye and love of your 
life, spends every single day. Doors lead off into - 
among other places - studios, the film agency, the 
news office and the supermarket (handy for 
purchasing production props and the odd present 
for the love of your life). While negotiating this 
warren of corridors, lifts and friendly artistes, 
the on-screen statistics keep you constantly up-to- 
date with the viewing figures, how much cash 
you've got and Betty's feelings for you. The two 
TV screens show you what's on (left) and the kind 
of audience that's watching (right). Be warned 
though, non-family entertainment generally gets 
lower viewing figures. 



actually feels there's a real world 
behind the game." 

This then, ts why he's tried to 
squeeze as many different 
features as possible into Archie's 
quest for the perfect TV company. 
It's also one reason why all the 
game's different sections have 
been squeezed into rooms in an 
interactive apartment building. If 
all the different areas were 
simply accessed from a static 
main game screen (as happened 
in a previous Rainbow Arts' 
strategy product, Oil Imperium, 
for example), you wouldn't get 
the same feeling of being a part 
of a genuine TV station's world. 

Inevitably, all of this dedication 
to serious realism hasn't been 
made without the odd personal 
sacrifice. For Stefan, along with 
the rest of the Mad TV team, 
night-time in the commune where 
he lives is now dedicated to 
hours of research: "We've all 
been watching cable for nights 
on end." 

There's just one snag though.., 
he hates TV. 




YOU KNOW YOU'VE MADE IT 
when your portrait hits the 
top of Botlerbiom's wall. But 
watch out! If one of your 
rivals starts spending more 
money on Betty's presents, 
you'll start to get that 
sinking feeling. Crucial 
moments like these will be 
highlighted by on 
appropriately silly soundtrack 
developed by Chris Huelsbeck 
{Turrhan and Turritan II) using 
in-house sound utilities. 



Although M 
kind of effect 



MOST OF MAD TVS GRAPHICS start out looking 
something like this. Andrae scribbles whatever 
comes Into his head straight down on paper, 
than refines his original ideas on screen... 



TNI FINISHED VERSIONS may look relatively 
similar - or totally different. It all depends on 
exactly how Inspiration strikes. 



ad TV is his first large-scale computer project Andrae's known exactly what 
he's wanted to create ever since starting work on the main characters in 
September: "I was determined to produce something mat 
was comic and funny. If you look at other games of this sort, 
such as Oil Imperium, the graphics aren't exactly what you'd 
call amusing. I want you to be able to play a game of Mad 
TV and smile. That's how you end up getting genuinely 
involved." 

Though Andrae likes computer games [Populous and 

Lemmings are current favourites), he doesn't exactly wax 

lyrical on the potential of using a computer to 

A/Sift*/ . create graphics. "Everything's a lot taster by 

' - hon<* 
AV __ 




* ■ hond; when I'm at my desk I've got everything I 
' need." He prefers to draw everything freehand, 
i doesn't make use of most of the computer's 

facilities and generally has a preference for good 
: old-fashioned materials. "For me there's no real 
difference in technique - 1 just draw with the 
mouse rather than with o pencil ond that's it." 
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Available from all the better software caverns, 
approved by the Association for the Protection 
of Animal Skin Joysticks!! 
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34 

LUCASFILM 

You've marvelled over 
Indiana Jones And The 
Last Crusade. You've 
gone ga-ga over The 
Secret Of Monkey 
Island. Now go totally 
do-lally over the 
sequelsl Paul Presley 
did... 

36 VIRTUAL 
REALITY 

You've no doubt 
managed to 
experience the delights 
of VR by now, but have 
you ever wondered 
how they put those 
things together? Here's 
you chance to find out, 
with Steve Cooke. 

39 BIG NEWS 
PART 2 

More on the event of 
the year (almost)! 

41 REVIEW 

The best Amiga 
software around 
brought to you in an 
easy to digest form so 
that they don't leave 
any unpleasant 
after-tastes. We tell 
you what's worth 
shelling out for and 
what's worth being 
shelved, in our 
all-colour, last chance 
to see, once in a 
lifetime reviews 
section! 



62 BUDGET 

If you're currently on 
an economy drive, 
you'd be well 
advised to check 
out what Jools 
has got 

hidden in his 1 
budget 

section. Some ™ 
of the 

greatest games 
of yesteryear (and 
yestermonth) tend to 
crop up in here all the 
time. 

64 ARCADES 

Rik Haynes takes over 
the coin-slotting 
mantle this month and 
sends back a report 




from this year's ATEI 
show. If it's a coin-op 
and it's any good, you 
can rest assured that 
it'll be in here! 

67 DEMOS 

Singular of mind, body 
and purpose, Gordon 
Houghton treads 
carefully into the 
murky world of Public 
Domain. 

70 TIPS 

Brian Nesbitt's final 
hourl He leaves you 
with Robocod: Part 
Two, Team Yankee and 
all the usual cheats and 
contacts that he's 
become internationally 
famous for! 

82 

NEXT 
MONTH 

And then 
that* s it! The 
rest of us will 
now bow out and 
leave the door open for 
the new management 
to say hello. Find out 
what the future holds 
for your favourite 
Amiga games magazine 
right here. Things will 
never be the same 
again! 



GAMES FEATURED THIS ISSUE 





se (News) 

17 FLYING FORTRESS 
licroProse (News) 

ELVIRA 2 
Accolade (Review) 

FIRE AND ICE 
Graftgold (WIP) 



12 



12 



50 



26 



INDIANA JONES AND THE FATE 
OF ATLANTIS 34 
Lucasfilm (News) 



MONKEY ISLAND 2: 
LECHUCK'S REVENGE 
Lucasfilm (News) 

MYTH 

System 3 (Review) 

PARASOL STARS 
Ocean (Review) 



34 



54 



42 



58 



PINBALL DREAMS 
21st Century Entertainment 
(Review) 

RACE DRIVIN' 60 
Domark (Review) 

ROBOCOD 70 
Millennium (Tips) 

SENSIBLE SOCCER 30 
Sensible Software (WIP) 

SPACE CRUSADE 46 
Gremlin (Review) 

SPACE GUN 48 
Ocean (Review) 

TEAM YANKEE 74 
Empire (Tips) 

TITUS THE FOX 52 
Titus (Review) 

VROOM 56 
Lankhor (Review) 
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SubLogic has long been hailed as King by lovers of 'serious 7 flight 
simulation, but its crown may be in danger - as Thalion points out to 
Kati Hamza. 



PROJECT 

Airbus A320 

PUBLISHER 

Thalion 

AUTHOR 

Rainer Bopf 
(Concept, Coding) 
Christian Jungen 
(Coding) 

Thorsten Mutschalt 
(Graphics) 
Willi Carmincke 
(Project Manager) 

INITIATED 

June 1989 

RELEASE 

August 1991 
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"Basically 
we're 
saying: 'OK, 

you've 
coped with 
the single- 
engine 
machine in 

Flight 
Simulator, 

now try 
something 
bigger.' 

Willi Carminclce, 
Project Manager 



WO YEARS AGO at a 
German computer show 
Thafion's Willi Carmincke 
was approached by a 
middle-oged man clutching a 
disk. "He asked if I was interested 
in flight sims and when I said I 
was, he offered to show me his." 
What Willi saw astonished him: 
"Usually when you're button- 
holed by someone at a show they 
just tell you all about the 
marvellous game they're about to 
start programming, but it's once 
in a blue moon that you actually 
find someone who's practically 
completed one. 

"This man had obviously just 
spent a couple of years quietly 
ramming in his room ana 
come up with something 
totally exceptional. I'd never 
come across anything like it and I 
don't think I ever will again." The 
genius in question was Luftwaffe 
rofessional Oberst Rainer Bopf, 
is game: a simulation of the 
Airbus A320. As a result of their 
meeting, Bopf and Carmincke 
struck a deal. 



progr 

he'd. 



Rainer Bopf is on cctive 
who learnt to 



nor i 
ilot 
ck 



Luftwaffe 

program back in 1965 (in those 
days they were still working with 
punch-cards), when his 
professional involvement with 
military rador systems sent him to 
America. Over the years he's 
clocked up over 
2,000 flying hours 
in a huge variety 
of planes and in 
Germany his rank, 
Oberst, is just one 
rung below 
general. His 
personal 

experiences are a 
based on actual 
journeys in real 
planes, so it's not 
surprising that his 
primary criterion 
lor a good 
simulator is 




THE COCKPIT. II doesa'l take long to (omptehenrf the 
purpose of the torilrof* (both (oystiib and keyboard options 
are available), but learning to master them fakes hundreds 
of dedicated frying hours. On overy journey lbs appropriate 
data hat to be entered into the IU using the table on the 
left. 



PLANE 




SUPER SONICS 

In line with the general tone of 
the simulation, me sound's 
emphasis is heavily on function. 
Authentic engine noises are 
already implemented, but the 
final version will sport acoustic 
cockpit warnings alongside 
effects to mark the movement 
of landing gear and flaps. 



realism. 

Airbus A320 
aims to be a 
technically 

accurate Right simulation written 
by a pilot to a standard that pilots 
will enjoy - anyone who's 
— — expeciing a Fo'con-style 
] extravaganza that's 
simple to pick up, pretty 
lo look ot and easy to 
put down is in for a 
disappointment. 

In tact, Bopf, who has 
made a hobby out of 
simulations, has Rown 
Falcon as well as various 
MicroProse games - but 
for him, the night 
dynamics jusl don't feel 
righl. "All I'm doing is 
sifting in front of some 



WHATEVER ELSE IT MAT BE, a pilot's life is never 
dull. While most sensible people are at home and 
tucked up in bed, you're toping with the harshness 
of (he elements and a forbidding night sky. II'* 
tough owning a flight sim! 



screen while the on-board 
computers do ihe Hying - and I 
always get disappointed by the 
navigation, what the plane looks 
like or the fact that it hasn't even 
got flaps lo land with." Airbus is 
aimed at a more specialised 
audience - the kind of people who 
share Bopf's enthusiasm for the 
original of the breed, SubLogic's 
classic Flight Simulator. 

Carmincke elaborates; 
"Basically we're scrying: 'OK, 
you've coped with the single- 
engine machine in Flight 
Simulator, now try something 
bigger.' In one way, anyone 
who's familiar with SubLogic 



should find it easier because ihe 
games have similar navigation 
systems. What's new about it is 
ihe Airbus flight experience 
itself" 

Right from the start. Bopf's 
objective was to create a 
'civilian' sim. He picked the 
Airbus because, as a piece of 
engineering, it's olways had o 
special fascination for him. "It's 
such an innovative machine," 
enthuses Carmincke. "As it's 
totally computerised, the pilot is 
really more of a software 
manager." 

This might lead you to believe 
that Thalion's simulation actually 
lets you fly by wire - not sol 
What really intrigues Oberst 
Bopf is what happens when you 
turn the computers off. All the 
controls in his Airbus are 
operated manually - the only real 
exception is the auto-pilot for the 
Instrument Landing System (ILS) 
and if you want to get good 
assessment marks, you even have 
to switch that off! 

The finished product will 
feature BopPs original flight 
dynamics combined with a few 
new Thalion touches. A career 
writing routines for radar hasn'l 
given Bopf the most thorough 

S rounding in vector graphics, so 
ot's where Christian Jungen, 
Swiss programmer and polygon 
expert, has stepped in. Jungen is 
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1HIU ARE MO SHORT CUTS to a quick promotion. What 
starts as a cootloe flight may 'throw 'hp all sorts at 
unforeseen emergencies - pad the higher your rank, the 
tougher these unexpected difficulties get. Navigation 
instrumenti may suddenly slop working, weather report's 
ion prove Inaccurate and you iould find yourself roping 
with nil visibility on airport approach, (rise* litco these 
are pilot-build lag. Foil the test and you've learned a 
valuable lesson; sutaed and you're gaining the (rind at 
experience that could put you in line for Bopf'i job. 



AS YOB MAKf UP the required flying hours yoo got a 
bird's eye view of Europe's famous airports - oath ape a 
scale presentation of the reol thing (today's duty-flight 
gives yon an opportunity to admire Cologne). Training not 
only gives you the chance to pick your own sightseeing 
trips, It also helps you to get to grips with the two most : 
vital Airbus skills - navigation and tie an take-off and 
landing techniques. 




also contributing to the 
landscape detail and helping 
Bopf in the scanning of the flight 
territories. 

When everything has been fully 
implemented, hopeful pilots will 
have the chance to struggle 
ihrough five progressively more 
difficult levels simulating a career 
from student right through to 
Chief Pilot. This innovative 
structure was Thalion's idea. 
Oberst BopPs personal 
preference is for total flight 
freedom, SubLogic-style, with no 
assigned duties or schedules of 
any Kind, so, in the interests of 
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BEFORE 

DEPARTURE, you're 
given a brief 
weather report, 
but just like in the 
real world you tan 
never predict quite 
what conditions 
will be like. To 
minimise the 
element of 
surprise, 
'Training' mode 
allows you to set 
your own 
meteorological 
conditions so that 

you can practice dipping in and out of cloud caver like this before you put 
possible promotion on the line. 
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THIS IS A SERIOUS FLIGHT SIM, so you don't 
get the usual number of panoramic Internal 
and external views. In nny case, (oil looking 
out of the window Is no way to navigate* 
Airbus Includes approximately 130 different 
airports, each one equipped with 115 
facilities. "And that's not just in one 
direction. When there are sli different 
runways you get six different IIS 
directions." for added realism, the 
packaging Includes the relevant charts in a 
ropy of the official Jappeson handbook as 
used by professional pilots. 



compromise, that option has 
been included too. 

For free spirits there's a totally 
unrestricted training mode - fly 
any place, any lime, anywhere 
under weather, wind and 
visibility conditions specially 
defined by you. Career pilots, on 
the other hand, have carte 
blanche to go all oul for 
promotion from day one. 

There are even plans to create 
Thalion Airways', with users 
becoming automatic employees 
once they've purchased a copy 
of the simulation. The plan is that 
'pilots' should nolify the airline of 
their promotions and will receive 
some kind of medal in return. 
Carmincke is enthusiastic: "We 
want to keep up with all our 
pilots until they make it to Chief." 

Thanks to some co-operation 
from Lufthansa, ihe criteria for 
promotion are exactly the same 
as those demanded by ihe real 
thing. A pilot's duty-flights are 




REAL THING 



THE AIRBUS, THE FIRST MEDIUM RANGE 'JUMBO 1 JET, is a totally European aircraft. Ifs the product of a collaboration between companies 
from France (Aerospatiale}, Germany (MMB), Spain (CASA), Belgium (Betairous) and Britain (British Aerospace) which flew for the very first 

time in 1973 (alhSough the A320 model has only been in service since 1988). 
The plane is a 150-seat single-aisle twin-jet aircraft with a range of between 35,000 
km and 59,500 km (2, 1 75 to 3,697 miles). It's designed to bo the most economical 
aeroplane in its class through the use of the most modern technology available. 
Improved metal alloys and composites are used in its construction, but what makes the 
Airbus A320 even more advanced than Concorde is its 'fly-by-wire' technology - 
unique in a civil airliner. 

All of the Airbus controls are driven primarily by computers: these include an 
automatic guidance system (the alpha-floor] designed to detect dangerous 
'microbursts' of wind at the critical phases of landing and take-off. The object of this is 
to cut down the pilot's routine workload and increase the overall safety of the 
aeroplane. 

Two now Airbus models are currently in development. The A330 is a high capacity 
medium/long-range wide-body aircraft (328 seats) with a range of 9,300km, while 
the A340 is a four-engined long-range aircraft (262-294 seats) with range of 13,200 
to 14,300km. 
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WORK IN 
PROGRESS 





organised according to 
Lufthansa schedules. You'll have 
to cope consistently well with 
everyday duties and checks, 
react quickly under adverse 
weather conditions and confirm 
your ability to hold a licence 
regularly. And according to 
genuine Lufthansa regulations, it 
takes around 400 to 500 Ryin 
hours (evaluated at a quality o 
75 per cent ond higher) to make 
it to the top. 

Lufthansa wasn't the only 
official organisation to 
contribute, as Carmincke 
explains: "Herr Bopf said he'd 
simulated the Airbus A320 and 
we though! it was important to 
actually call it 
that, so we 
presented it to 
the plane's 
manufacturer." 
And it wasn't just 
the flight 
dynamics that 
met with the 
Airbus 

contingent's sea 
of approval: 
Oberst Bopf 
ultimately got thi 
thumbs-up for I _ 
his whole approach. Keen to get 
away from the image that 
civilian pilots just sit at the 
controls and let the machinery 
do the rest, several admitted that 
they prefer to switch the on- 
board computers off just for the 
pleasure of taking manual 
control. 

Other professionals too, hove 
tried it and enjoyed it. Airbus 
gained praise for flight dynamics 
and scenario from another old 
SubLogic fan, the spokesman for 
'Cockpit' - the official pilot's 
organisation in Germany - as 
well as from several German 
pilots. Meanwhile Oberst Bopf is 
using what spare time he has left 
to whittle away at another 
simulation program. This time it's 



IN-DEPTH OR 
NOT, these 
days a (light 
llm juit has 
to have 
impressive 
presentation 
graphics. 
Designed by 
Tborsten 
Mutschall, the 
pre-mlssion 
raiimalaii 
includes a 
meeting with 
your Chief 
Pilot, a 
weather 
briefing and a 
point-by-point 
duly 

rundown. 



a civilian helicopter gome with a 
rescue scenario that has you 
racing to serious accident spots 
on highways and in the 
mountains, searching for the 
injured and rushing them to 
hospital. 

Carmincke is clearly impressed: 
"One of its advantages is that we 
can use exactly the same 
landscapes as in Airbus, though 
obviously the game area will 
have to be smaller and there'll 
have to be more detail. " Expect to 
feast your eyes on that early next 
year. 




BRITAIN COMES COMPLETE with 35 airports Including the obvious biggies: 
Birmingham, Luton and Heathrow. It's a measure of the ilm's accuracy 
that exactly where you can touch down in this green and pleasant land 
Is currently a subject of hoi debale. Followers of British flight history 
would no doubt enjoy the chance to land at the more famous airports 
such as Biggin Hill. Unfortunately most of them aren't equipped with the 
IIS facilities that would mahe an Airbus landing possible. Oberst Bopf 
wants to stick with realism - Carmincke feels there's a case for 
overriding the facts, jusl for nostalgia's sake: "OK, so the Lufthansa will 
never fly to Biggin Hill, but it would really be nice to be able to." The 
resolution will probably be a compromise - the old airports won't 
feature on dutyfllgbts, but you 
might just be able to fix a quick 
nostalgia trip in training. 





Total Rikiods nana 




euae 


In ■■■(■- 


em femk — 




■BBS 




K 




t no 






THE LOGBOOK - a personal 
chronicle of your career as an 
Airbus pilot, complete with details 
of duty-flights and number of 
hours flown. 




AIRBUS IS PRODABLV THE FIRST flight sim to otter 
an extensive simulation of European airports. 
The flight-arena covert the UK, Denmark, France, 
Austria, the Benelux countries, parts of Italy and 
a topically reunified Germany. This provides Its 
own peculiar challenge. Technically, navigation 
facilities In areas af what was ome East 
Germany are relatively primitive. In reality, 
only former East German pilots fly there for the 
Luftwaffe (they're the only ones who really 
know what's what) so a simulated trip to 
Leipiig, say, can make for a very Interesting and 
(hallenging flight. 



ON COMPLETION OF A FLIGHT you 
get a read-out of your 
performance. The assessment is 
based on the most crucial aspects 
of your trip: points are awarded 

for such vital factors 
as the smoothness 
and position of the 
landing, fuel 
(alculotlon and 
vertical speed. To 
make the grade as a 
career pilot you'll 
have to consistently 
score more than 75 
per cent. 



AIRBUS AIRBRUSHED 



HE MAY BE A DAB HAND at flight dynamics, but 
vectors, polygons and scenery aren't among Oberst 
Bopf's strong points, so these graphics ore all 
currently in the process of being updated by 
Tholion. By the time Airbus A320 is released, in 
addition to all the relevant airports and runways, it 
will also sport alt of Europe's major rivers (the 
Rhine, the Loire, the Thames etc) and all cities with 
populations of over 200,000. 

But that's just the beginning. Tholion is stressing 
that the version to be sold this summer is just one of 
o series designed lo sport gradual improvements. 
One graphic feature lo look forward to is shading, 
to give the impression of large geographical 
features such as forests or fields. But Carmincke is 
adamant that these won't be bells and whistles just 
for the soke of it: "We want to confine ourselves to 



flying, so we're definitely not going for gimmicks. 
That may cause us trouble with the kind of gamers 
who expect that sort of thing because they've hod it 
before on scenery disks, but I really don't think we 
want to go so far as to show you the Eiffel Tower. * 

Instead, the Thalion team is working on the 
problem of introducing features such as mountains 
at their correct height. "In the Airbus you've got to 
Fly 10,000 feet before you con hit 250 knots - so 
nothing dangerous could actually happen." The 
moin thing is to create o world that's recognisable 
even at the Airbus ceiling of 40,000 feet. 
Carmincke estimates that it'll take about three years 
to perfect - mainly because all of Herr Bopf's 
landscape routines will have to be rewritten. 
Adding detail to the world as it stands won't work - 
it would just make the scrolling jerky. 
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WHAT'S TICKLING 
THE TEAM? 



YOU MAY HAVE NOTICED that there 
are two mw names on the pkywlf for this 

mnolh Heather TVrry has joined us a* : 
Frc»iuciidn Edilof {from tmw on she will 
;•; be making sure your tuags roach you in 
tip-top condition), while our new ■ ' : 

dwvipner is Gordon Bnnick He .nay be 

nov lo TV 0»e , hot he> certainly no? 
>;rtvn when il iomw lo games. So here's a 

Wg The (>n> welcome to both oi them. " 

ClARAN BRENNAN 

Ueing from Ireland our Ed ra nostrangvr . 
to the tittle- people. Nol ^urpminpthprt 
then he'* quilv taken Willi Oman's til. In ; 
L tact he's been playing it *o much it's a ; i j 
! wonder that he's found time to get stuck ] 
in to his '-other favourite !»ewrt*aie?; Wiw ■ 1 
i; Zrnte. Tedious journeys have been whiled j 
I away by fiddling with his fjameboyr this i 
month, the Ed has mastered DOWNe I 
DtM}!<"i and Bdilouli Kfci 

GARETH JONES 

a\v ay from his Max *his month ic Iu> 
customary Rami- 6* KkkC/f<2, But be'* 
compensated by improving hit mouse :"■":! 
skills with the odd f&amu of Crystal Quest : 

Ute copy of Space Ours.' IV he's just 
installed: is Mill waiting to pet a look-in, 
bul it* time will com*-. 

LAURENCE SCOTFORD 

: Logical ha* bwn responsible lor keeping j 
taurrace locked up in the gurnet room 
this month, and he's also bum busy 
; dwigomgWmMtllflbrttw life with j 
Domark's JD Ojnaructinn KiL Even so. 
there has been time tor the odd gameof 
OusU/ Qw?f or;ftKto»m»Wi wiV Mac 




y, 

been playing with P.P. Wrfwiet, Arid 1 fit 
PnwrrMffc Mtfjw (lucky him>, but he's \ 
■ also been Indulging his passion for al; 
things adventurous by fooling around 
with Gremlin's tfrwQJWt. 

JOOtS WATSHAM 

sb^ been nighty, busy with i 
' with l7od< gemng 
» vote a% the best platform bash 
vkmg around at the moment 
ratkvi Sl'iilth is providing his : . : . 
em ore fun, whlV he relaxes wiih 
Palmer's GVf on the McgaDrivc. 





YOU'LL NOTICE THIS MONTH 
that our VALUE ratins has been 
changed to DURABILITY. This, 
we feel, is a better way of 
describing the qualities of the 
game that are summed up in that 
rating. Otherwise , it's business as 
usual. Following the reviewers' 
comments, the games are left to 
speak for themselves. Relevant 
screenshots illustrate the game's 
features, while the ratings, price, 
and release date are encapsulated 
in an easy-to-digest form. What 
more could you possibly ask for? 




Heather ix a n..- wcomer to the world of j 
I computer games, *» we've not yet found j 
her Maying late to finish the last few levels j 
or U-nm t^ . fur mstanct She's been i 
eyang up Trtrw though- ■ 



PowernU and heroic(ish>. Cordon has j 
been wbiling away his rime with Hero \ i 
Qm& and Pawtmmger. He tools grange 
I battle divas ' though! ! 



(PRICE £24.99 
OUT Now 
GRAPHICS 78%. 
SOUND 74% 
DURABILITY 60% 
jPLAYABIUTY 75% 

OVERALL 

'70% 

GRAPHICS 

Not necessarily a 
measure of how 
colourful or well 
drawn they are, 

but how well they 
are used 

SOUNDS 

Once again, this 
isn't a reflection of 
quantity, or indeed 
quality, but of how 
well it fits in. 

DURABILITY 

Essentially a 
reflection of lasting 
interest - how 
much game you 
get for your cash. 

PLAYABILITY 

The big one - how 
does the game 
feel - addictive or 
just uninteresting? 

OVERALL 

A useful point of 
reference - a 
summary of the 
preceding ratings. 
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REVIEW 



From the same stable that brought you the wacky humour of 
Zak McKracken™ and the superlative skills of Indiana Jones And 
The Last Crusade*™ 1 comes yet another masterpiece. 



THE SECRET 
OF MONKEY 
ISLAND™ 

Lucasflfm 



:: t t.,-: 



PRICE 

£25.99 

OUT 



GRAPHICS 




PLAYABIUTY 



OVERALL 





alk to 



o 



H, TO BE A PIRATE. To sail the high seas, sword in hand, patch on eye, parrot on 
shoulder and wood on leg. That's the life for young Guybrush Threepwood, who has 
never wanted anything more than to be spoken of in the same hushed whispers as 
Long John Silver, Captain Hook and Bluebeard. 

Unfortunately Guybrush's home town - Melee Island 1 '"' - is in the midst of something of a 
buccaneering depression. Pirates have become very safety-conscious, due to an evil spirit 
known as LeChuck roaming the seas between Melee"" 1 and the mysterious Monkey Island'™' 
in his ghoulish galleon, killing everything and everyone he comes across. 

And as if that wasn't enough to hinder a young pirate-wannabe's progress, the PTA (Pirate 
Tenant's Association) has demanded that our hero complete its three tests of thievery, 

sword-playery and 
treasure-huntery 
before they'll even 
him apply for 
membership. Should 
Guybrush pass all 
three of these, then, 
just maybe, he'll be 
able to discover the 
secret of Monkey 
Island""'. 




LUCASFILM BUFFS will be familiar with the now leitcndary 5CUMM (Strip! Creation Utility (or 
Maniac Mansion ) interface. What they won't be familiar with i* a new touch, which proffer* the 
mo*t u*etul verb when an object i* hiahliifhicd. 



THE ISLAND OF MELEE i* ripe (or 
exploration. Such notable landmark* a* the 
Fcllucini Brother*' Circu*. Slan'* Used Ship Yard 
and the Governor 1 * Mansion all provide Guybrush 
wiih hour* of mirth and fascination. 
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b£ vouraw. 
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Etmw about LOOM 




ffcl YaMna to vou. 





THE INHABITANTS OF Mill] ISLAND'*- are a colourful lm 
who likr nothing belter than Ic offer helpful advice and unbiased 
opinion.. Either thai or they'll u*c any excuse 10 promote a 
Lucas film product. 



mm like this that Makes you 
jlad to bo dead . 
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can vourMtf • pirat«! 
« up, vou u*V 



NO PIRATE STORY WOULD BE COMPLETE without a lew 
buckles bclruj .washed. However, in a *linhl break with tradiliou, 
lt*4 nol what you know but wliat you say lhat win. these fiRhti. 
In. lead o( ml I inn your opponent with your sword, cul him to ihe 
quick wilh a willy Insult and watch him surrender. 

AT KEY MOMENTS IN THE STORY, a shori interlude take* 
place detailing event* takinu place oll-vcrcen. Nol only do these 
provide an enjoyable break from Ihe often frenelic action, but 
Ihey al.n help lo lurlher the story. 




THE SECOND PART of Cuybrush's quest 
lake, him lo ihr ru'ch seas en route (or a 
dale wilh laic on Monkey Island'"*. This 
trip is lar (ram plain sailing, a. you ha*t lo 
contend wilh mutinous crews, terrible food 
and a leaky hold. Luckily thoueh, there'* 
hardly a shivcrinu limber in .i«hi. 



THE ONE |UNE 1 




THE THIRD, and 
penultimate, 
c pi Midi- of 
Guybrush's talc 
take* pllCC on the 
tabled Monkey 
Island 1 "'. Ill a lot 
lanjcr land ho(tcr) 

than Mdee 
IfUod tu ' and the 
locals are a lot less 
friendly. 




ONE OF THF. 
MANY STRANGE 
SIGHTS lo be taken in on Monkey 
Island 1 "* is thi» unusual modem-art 
statement, hewn in stone. As you've tome 
to BMM " v now everything serve* a 
purpose (even the tuhbet chicken with a 
pulley in the middle), perhaps that hollow 
section often a due... 





CUYBRUStfS TRAVKLS don't |u*i 
remain above-around • under the surface 
o( Monkey Island 1 " are the liery 

i .11.11 1 mill-. The 
prohlem here is that 
passaucs are constantly 
shifting due to the 
heat, so maps become 
useless. 



LECHUCK'S SHIP is 
alive with dead 
plratcs(!l. However, 
while the spirits 
continue lo party, 
Guyhrush has more 
urgent matter* to 
contend with • not 
beino seen, for a start. 



THE ( "UMAX OF THE 
QUEST takes place hack 
on Melee Island'*', at the 
weddinit of LeChuck and 
the Governor. It must be 
slopped, but htm? Only 
one man can stop them 
now, Guybmsh 
Threepwood, pirate, 
adventurer, romantic and 
all-round «ood W, 




SINCE THE FAR-OFF DAYS of October 
"89, there hasn't been an interactive 
adventure to beat Indiana Jones Ami 
the Last Crusaded Neither the silky 
graphics of Delphine, the sheer size of 
Sierra nor the complete absence of 
: Infocom have been able to match the 
fun and excitement that indy 
generated. However, The Secret Of 
Monkey Island* 0 * is about to change all 
of that. LucasfUm appears to have taken 
all of the elements that worked in its 
; previous releases and. not only 
incorporated them into this tale of 
scurvy swashbuckling, but even 
improved on them in the process! A hilarious 
storyline, strong .. y ; - 
characters and an . . ; ■ lUS: ; *t*tt&l< 

intriguing setting avAtnnli^ fbT 
make U impossible e * 
to fault the 
gameplay, while 
even the near- 
perfect SCUM M nMJ 
control method has 
been improved. If I 
do have one gripe, ; 
it's with the 
graphics- Although 
they're detailed to 
the point of 
perfection, the 
animation slows 
down 

tremendously 
when there's a lot 
happening on- 
screen- Add to that a somewhat jerky horizontal 
scroll and a fair amount of disk swapping and 
you've got the faults wrapped up. Everything 
else works fine. The Secret Of Monkey Island 1 '' is 
further proof that the Americans rule the micro 
movie world, with Lucasfilm once again showing 
the rest of us how to do things - and how to do 
them well. 



the 'micro 

movie' 
currently 
available - 
only a truly 
scurvy 
knave 
would dare 
miss it 



Paul Presley' 



MORE SECRETS FROM MONKEY ISLAND™ 

JUST WHEN YOU THOUGHT that it was safe to be a pirate again... 
LeChuck's back and he's out for revenge. The Secret Of Monkey Island 
«iimi (a proper name has yet to be thought of) brings back most of the 
original cast, takes Guybrush across many different islands and tells 
jokes even worse than those in the first. 

Digitised artwork is the current fashion amongst American adventure 
programmers - and Lucasfilm isn't a company to be left out. Each of 
the screens in the sequel is an original piece of airbrushed artwork, 
digitised, touched-up and generally mutilated to bring to life 
Guybrush's world of walked planks and grog-swilling pirates. 

The sequel is still a long way from completion, but thanks to the 
response that the first game received, it should be one of the biggest 
releases Lucasfilm has ever had. Its only main competition should be 
the next in the Indiana Jones series (see news), 
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Futuresoft 



14 - 15 Yarmouth Business Park 
Suffolk Road 
Great Yarmouth 
Norfolk NR31 OER 
Tel: 0493 440005 / 0493 441 194 
(10 Lines) 



AIX OUR 
ORDERS ARE 
DESPATCHED BY 
1st CLASS POST 
SAME DAY 
(exc Sunday) 



7 DAY 
24 HOUR 
ORDERING 
SERVICE 



COMPLETE 
CUSTOMER 

CARE 
ONLY FROM 
FUTURESOFT 



0 Free Technical Support 

• AMIGA 

• ATARI -ST 

• Customer Care Team 

• Games Tips 



AD Boxing 

JDConMrucnonKil 

AlOTankKiller ~ - 

ADS »<-.->-<•• ••n>»r<"T""r< 

Alcalraz „..„.,..„,..„ 

Armour Gcddon 

Atomic Rotokid 

Awesome 

Back loihe Fulurc 3 

Barbarian 11(PSYG> ....... 

BAT 

Baltic Cummanil 

Buttle Master 

Ilallle of Britain 

Betrayal 

BillyTheKid 

BirdsOIPrcy 

Blue Mas ...... .......... 

Br.il ........ — H*»»t 

Buck Rogers 

Cadaver 

Captive 

Carrier Command 

Carve Up 

Cenlurian * «. w „h**«»» 

ChampionsolRaj ...... 

Chaos Strikes Back 

ChcssSimulalor 

Chuck Rock 

Coharl - fighlinglbrRomc 

Colditt 

Conqueror 

Corporation ..... ........... 

Crimewave .......-...-...,...-...„ 

Cruise For A Corpse 

Cybercon3 



£14.99 Days Of Thunder £14.W 

£34.99 Death Trap £14.99 

£21.99 DefendcrOfTheCrown £7.99 

£14.99 DefendcrsOfTheFarih £5.99 

£14.99 Dcmoniak ...„...„ M ..._£l4.99 

£14.99 Dctcrou* £14.99 

£14.99 Double Dragon II £11.99 

£14.99 DragonBrccd £14.99 

£14.99 DragonStrikc £17.99 

£14 99 DragonsBicath .... £17.99 

£17.99 DragonsFlight £17.99 

£14.99 Dragons Lair „ £26.99 

£17.99 Drakkcr £17.99 

£17.99 Duck Tales £14.99 

£14.99 Dungeon Master £14.99 

£14.99 Dungeon MaslcrEd £5.99 

£17.99 DynasiyWara £14.99 

£17.99 E.F.LP.o,t.cjn ...... £11.99 

£14.99 Eagk-Rider £14.99 

£17.99 Elivra „ £17.99 

£14.99 EmlynHugcslnl £14.99 

£14.99 Epic £14.99 

. £7.99 Excalibar £14.99 

£14.99 Exile £14.99 

£14.99 Exterminator £14.99 

£17.99 Eye OfThc Beholder £17.99 

£14.99 F1511 £17.99 

£11.99 F16Combal Pilot £14.99 

. 14.99 F19SleallhFighler £17.99 

£18.99 F29Rctailator £14.99 

£14.99 Falcon £17.99 

£14.99 Finale £14.99 

£14.99 FistsOfFury ^ £14.99 

£14.99 FlashDragon £11.99 

£14.99 Flight Ol Intruder £14.99 

£14.99 Flood £14.99 



Gettysburg 


.^..£14.99 






Gods 


£14.99 








£17.99 






Horror Zombies 


£14.99 






Immortal .......... ....,...«,.. 


£14.99 


IndvSOO „...„. 


£14 99 


IntciccDlor . 


..,...£17.99 




£17 99 


JumesPond 


£14.99 


JudgcDrcad .................. 


. — £17.99 






KillingCloud 


£14.99 








£14.99 




£14.99 




















. , ..£17.99 


MKiwintcr2 H 


£17.99 






Monty Python 


£14.99 


Moonstone ....... 


......£18.99 


NAM 




Nare 


£14.99 




£14.99 




£14.99 















Free 
POSTERS or 
Badges with 
Every Order 



Populous £14.99 

Power Monger £17.99 

PowcrUp .£17.99 

Prince Of Persia . £14.99 

Railroad Tycoon £17.99 

RickDangcrous2 £14.99 

RoboZone £14.99 

Robcopll £14.99 

Rocket Ranger £7.99 

SecrctofMonkeylsland £18.99 

ShndBcast2 £20.99 

ShadowDanccr £14.99 

Shadow Warriors £14.99 

Simulcra „ £14.99 

SlySpy ti y „...„..£14.99 

Spcedballll £14.99 

Super Cars 11 .....,..£14.99 

SupcrMonaco ,..£14.99 

Supremacy £17.99 

Switchblade II £14.99 

Swiv £14.99 

Team Yankee £17.99 

Test Drive 11 14.99 

TMHT £14.99 

Toki £14.99 

Total Recall £14.99 

Turrican £11.99 

Turricanll £14.99 

UltimateRidc £14.99 

UMS11 £17.99 

Va £11.99 

Voodoo Nightmare ..£14.99 

Warlock £14.99 

Wings £14.99 

WolfPack £17.99 

Wonderland £18.99 

WralhOf The Demon £17.99 



AMIGA SCREEN 

GEMS PACK 

Includes. A500 
Computer. 
Mouse, Modulator. 

Leads. 1 Year 
Guarantee. Delivery, 
Teacher Disk, Slay 
Of The Beast 2. Days 
Of Thunder. Back To 
The Future 2 and 
Night Breed 
£359.99 



BASIC PACK 

Includes. A500 
Computer, Mouse. 
Modulator, Leads, I 

Year Guarantee, 
Delivery and Teacher 
Disks. 
£309.99 



0.5 upgrade 
Only £34.99 

Includes 
on off switch 
4 Chip. Easy 
lo fit and Guarantee 



FUTURE 
BATMAN PACK 

Includes. A500 
Computer, Mouse, 
Modulator. Leads, 1 
Year Guarantee. 
Delivery, Teacher 
Disk, Joystick, 
Mouse Mal. 10 
Disks, Disk Box and 
Batman Game. 
£339.99 



Ext 
Drive 
£59.99 

Monitor 

£249.99 

Please add 2.5% to 
all prices due to 
increase in VAT 



Access 



Some titles may not he released at time of goin", to press. 
Cheques Postal Orders made payable to "FUTURESOFT 
No charge made for Credit Card use (add £1.50 V&V) 



DISK 




THEY'RE BACK! Everyone's favourite ex-dinosaur now-cutey 
:haracters, Bubby and Bobby, are back in their third adventure 
on the small screen. Parasol Stars has the hapless twosome 
whisked away from their now-safe Rainbow Islands after having 
received a pair of magical umbrellas as a reward. An evil wind carries 
the duo away and deposits them in a completely new set of fun-filled, 
action-pocked worlds. 

Our cover disk features the first four levels in the Music Wodd, 
featuring bad guys ranging from grand pianos to trumpets, which 
allows two players to get involved in the fun and should be just enough 
to get even the most hardened platform addict frothing at the mouth for 
more. The full game should be in the shops any day now and contains 
over 60 madcap levels. For full details, peruse our review on page 42. 





- fe*» 





INSTRUCTIONS 

Go north. Get the magic sword. Dance with the green 
dragon of Isundel. Eat curry with the pixies of Solaris Five. 
Turn left at the lights and straight on past the roundabout. 
The aim of the game is to clear each screen of nasties and 

collect any bonuses that you can find. Normal joystick 
movements apply and pressing fire will cause either Bubby 
or Bobby to hit out with their parasols. If, however, you hit 

something and keep holding fire, you'll be able to pick 
whatever it is up and be able to carry it around the screen, 
to be thrown at something whenever you feel like it. You 
can even pick up the other player if two of 
you are taking part. 
Bonuses are hidden around the screen and the best way to 
find them is to pick something up and throw it from one 
side of the screen to the other. Any bonuses that it hits 
along the way will reveal themselves. 
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REVIEW 


With games getting bigger and bigger with every passing month. 
Ocean has taken a new track by making its hero smaller. But is it 
good for his 'elf? 














LICENCE-FREE GAMES from 
Oceanare about as rare as 
someone winning the car on 
Bullseye, but when the Manchester 
Maestros do pop up from behind 
their movie and coin-op cover, the 
results are often better than the 
games with famous names on the boxes. 

This arcade adventure, programmed and 
developed by Nirvana Systems (see the Work 
In Progress in Issue 30) is just such a case. Its 
basic format isn't new by any means, but it's 
just about as good an example of the type as 
you're likely to see, incorporating many of the 
best ideas from previous games of the style and 
adding just enough new ones to keep the pot 
boiling. 

The story is about the most hackneyed part of the 
whole package though. Your character, a young 
Elf called Cornelius, takes it upon himself to 
fight through eight hostile environments to 
rescue his girlfriend, Elisa. This poor 
unfortunate creature has been kidnapped by the 
unspeakable Dark Lord, a mad scientist 
who whiles away the hours in his ghastly 
forbidding castle high above the elves' 
village by performing cruel experiments on 
any unfortunate creature who comes into his 
grasp. 

To help him get on top of things, Cornelius is 
wearing the magic ring which has been passed 
down through countless generations of his family. 
At first this only fires a basic spell, but it can be 
upgraded at the many magician's shops (you 
didn't know that most magicians are shopkeepers, 
did you?), where the pint-sized adventurer can 
also turn himself into a hero (which means that all 
shots bounce off him) or a wolf (so that he can fall 
any distance) and pick up countless other aids - as 
long as he has the right cash of course. 

Don't take too long browsing though, Elisa is at 
this moment being lowered into a vat of some 
disgusting bubbling chemical - and what's more... the 
Dark Lord's laughing his head off. 




A QUICK GLANCE at this, the initial lores! level, will tell you little more than that this is 
an arcade adventure, hul there are a number at subtleties which *et it apart. Firstly, it'* not 
ju*t a matter of moving Ifom screen to screen shooting everything thai you see - unless 
you meet the right people, cany out the right action* and (ind the right object*, you may 
not even find half of the landscape! Alto, it's not a good idea to shoot the 'nicer' creatures: 
kill too many butterflies, hedgehogs, bunny rabbit* or the like, and this can adversely 
affect your final cutencss' rating - which in turn may mean that you don't sec the full end 
sequence when you do finish the game. 



Va^B^iiHfli r 

SHOULD YOU ENCOUNTER A USEFUL OBJECT or character, 
a small 'thinking Cornelius' icon appears in the bottom right of the 
screen. At this point, pushing up on the 
joystick (or pressing Space) reveal* an 
interaction screen (inset) where a number 
of functions including 'give', 'bribe', 
'identify' and so on ate accessed. You can 
even 'talk' to the character you've 
encountered, but only in single words as 
the 'parser' is quiie limited. 
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TOGETHER KITH A SPIT . 



AUAZDttJLV. THE FIRE FAILS TC 
LIGHT AS YOU STAKE AT IT. 



1» 




REVIEW 



EACH LEVEL HAS ITS OWN 
particular graphic style - here, in 
Level Two's ruins, you find 
yourself in the catacomb-like 
dunifcont h'Khtinu off mummies, 
rat* and other subterranean 
horrors. Further exploration will 
take you throuah the lake, a 
swamp, the 'dwarf cave*', over 
tnowy mountains, into the castle 
dunflcons and finally into the Dark 
Lord's castle itnell. 



THE DARK LORD 
ha* tent hit mast 
trusted henchmen 
to try lo put a stop 
to Cornelius' 
progress • as you 
may have guessed, 
they appear at the 
end nt each level. 
Initially quite dim, 
these boys get 
better and better 
the further you get 
into the game. 



THE SWAMP SECTION IS BLESSED with some 
o( the finest graphics in the whole game - check 
out lho*e reflecting pools. 





WHO'S TURNED THE LIGHTS OUT? No mailer how many 
people you talk to, fire* you light or owls you bribe, there arc -till 
a lew screens that you're never guing to sec... unless you really 
search. The bonus screens are very difficult to find, bul ffl well 
worth trying as they offer up plenty ol rewards - completely free 
of charge. 



ANOTHER PLACE TO INDULGE in a little 
Interaction is Ihe shop: once again this isn'l a 
new idea, but, as ever, Ihere have been a 
couple of twist* included. Mi'', currency isn't 
money - It's pels - eule crealures which are 
found dotted about the landscape. But even 
having a plentiful supply ol these isn't 
enough: anything that you buy is actually 
concocted on ihe premises by the shopkeeper 
from a mtilurc of herbs (which are also 
collected on your travels), so as well as 
having the right amount of pels in your 

pocket, you also need the relevant flora and launa. The merchandise on offer includes 
(our different types of shot, a flying machine (which can only be used in certain parts of 
the game), mystic mall (chain mail that is, nol letters) and tips - which are the biggest 
waste of pets since vivisection. 




A GOOD ARCADE ADVENTURE is a 
joy to play - unfortunately you could 
| count the amount of good arcade 
adventures that have been released 
I in recent times on the fingers of one 
| of foot. Thankfully, Elf puts this 
situation right, OK, so the actual 
gamepiay isn't going to win 199 Vs 
j: Most Original Game Idea award (if 
■ such a th ing exists), but as long as 
the gamepiay's there, then total 
[ originality isn't absolutely essential - 
md there's no shortage of gamepiay here, 
f exploring and shooting's your thing, then 
here's enough here to keep you happy 'til 
he cows come home (and even until 
hey've been milked and sent back out 
gain), however if you thirst for a little 
more depth, then follow me. In order to get 
the most out of Elf. the puzzle-solving 
element is at least as important as the 
action (if not more, it's difficult to decide), 
le the puzzles range from the 
y simple to the infuriatingly 
obscure, there are enough hints dotted 
around to allow you to complete every one. 
In fact, some of the levels are almost 
completely puzzle- or maze-based (one 
fiendish section sees you tackle the problem 
of getting a series of moving platforms to 
move just the way you want them to, no 
easy task) while others increase the carnage 
to compensate. - . - • » ■ 

And if rve A beautiful 
gi« e n the puzzle game 

impression that 
there are no 
new ideas at 
all in here J 
apologise - 
how about 

starters? Whenever you die, a gravestone 
appears in that spot from then on to mourn 
you. Then, if you pass that way again, 
chances are that your own ghost will rise up 
to have a pop, also the option to only save 
the game at the end of each level means 
that cheating is more or less out of the 
question. It's a pity that you can only have 
either music or sound effects playing at any 
one time (apparently, this is due to Ocean 
France's custom-built sound software), but 
the fact that that's the only real fault I can 
come up with speaks volumes. 



Ciaran Brennan 



astonishing 
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OFTWARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel : 0902 25304. Fax: 0902 712751 



CALL US ON : 24 HOUR CREDIT HOTLINE 0902 25304 
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— - 17*0 

*f 

.7*0 

*J0 



13 ( 

1TJ 



\MI(i \ ( OMIMI. .VI IONS 



SPOUT CHALLENGE 

J MCKtui Go" And CwoD-n Conm i Cyd-t J 

Pa-MrM USA 



MIT MACWNC 

S>4—n-~. — ' : ' ' ■ > Ana - M-0C ■ i . ■ . ■ . ■ 

I T OO 



POWER UP 

l—TO- ir.onO- T-n_n Cl-W H O 

K43UI S Aaund Bonn 

1130 



EiOCCER MANIA 

Ftca—I U-ibq— : Mctupion Sect— fooOM « 

M-toqik Woli Cup EdOun A 0-i»> F^i-i 
1750 



COIN OP HITS 3 

GMuH Add OnWi 
2150 



POWER PACK 

X-nai J. TV Socni Foo«b_i BkoMrti" » Un— W 
HAC «-». 
17.50 



BIO BOX 

Tiiih-j. OUWI r.i(liui Buul. BuOM Hi 
T»> Hn On Tint Umi. Sslail Quv. PumM S«-m Dm. 

■Jvpiuii Egg. Jj— am JjcMui 1 BU Cnuy 

31 JO 



THE WINNING TEAM 

AP* K_d. v.. -l r. Cvb*ttt> I r --■-.!•_/ .n Ol 

T>* noMI Moo— mi 
31.00 



WHEELS Of FIBE 

H-rODiMn . CMa -HO. Tirto OuBun I Pu»*Mt 
21.50 



H0U.YWO00 COtLECTION 
BaOnap Tha Mdvm OWcuOauUw 2 4 MOM 
Jono» Tha Laid Cmuaa 

71 50 



C_A5SIC4 
(H-^_*__anca) 

In. Mitt A— itnl-. Ga-UXm > Crrm— > 

iSS 



PLATINUM 

Slnoe. T^k Fivgonan Wonoa 1 Gnoutt And 
□MM 

7150 



FIST Of FURY 




DouM Unoon 2. Bhre*.. Nk«a War- 


«— ODynamW 


Do* 




J140 





SEGA MASTER HOC 
I ug— B™>'. 0)i*mn* Dui. Crac—do—n Tunc 

OUBW> A Enduo I— bi 
2150 



SPORTMG WINNERS 

Daay DouW Hoar Fta—ng Da-- -nxa-* A 
Brar Liu-_n'« FooOa- Forfunaa 

1TJ0 



THRILL TIME PLATINUM VOL 2 

Duoqt Boy Bcrr-faoV. Soaca Mar "of LHB And LW Od, 
TlnirnMuc-U Bnf.m Tna Kb Panes And DatllnriDi 
1750 



SPORTING GOLD 
C-flo-r-t Gamaa Tha Qamaa W*aar J Som™ 
BfJDM 

31511 



FULL BEAST 

r ..i - 1 FonnAa Da Cardof fta 

DangaiO-B P-47 OukWrOOD. Ilon—l PaPO J 

OM_goS0 

3150 



CHAU-EMGEFTS 

taro-. MmM-MCH PnsT»»_iT-Ut» 

Smm Cm Raid" 

7150 



3 i M DOUG IE SIDED. DOUBLE DENSITY 
WITH LABELS 

1 0.59 

10 550 

25 1250 

(OPIECE J l-DISCOOX 009 

80PIECE31/?OISCBOX 709 

1_0PIECE31(?DtSCBOX 999 

MIDICOKNECTOR - _MhDICA8LE5 14.99 

MOUSE MATS 299 

HISAGEXTENSIONLEAOS UB 

AM (iA l : : \< E Q E < P Af _il0N 29 99 

AM-GA t iMEG EXPANSION . CLOCK 39 99 



HINT BOOKS 




Bir_lTaMior-OT3 


500 


Buck Rouen) 


799 


C^unnaNorsC* Kryno 


700 


Cabn«aiB*au«*1 


809 


Cantjjoal 0» C-nieliil 


BB9 


Cur-o C* Aiure Bond- 


7.00 


Doam «™oms CD r_ynn 


799 


f>agon»0»F!-mo 


4.00 


HotoesOuon 


B.99 




7.90 


hlOalnOJOnOSTllOAOVOlOUfO 


409 


rungs0u«ll|-?o'3_.4o'5 


R99 


UaaUl o Mil Larry 1 ot 2 OtJ 


099 


Uanluiddi In San FrancaCD 


BOO 


MajhlArdMagk:- 


509 


rooif d n> 1 1 1 r 


B9S 


Pk-CXR-CU-ioo 


700 


OueffFwOlory? 


7.90 


SocnorOi "» same u— in 


7.90 


St— c* QOM 1 oi- cr3 


B.99 


8W«ahl1o>- 


500 


W-neland 


5.00 


OumM-OueiHKdBix»3 


1490 


l-n_ _iu b(B lor 40 90S- indudog • 




CoprJdnamo icoman FiOutd Win. I<<iiind 01 


Sluotiw. indinna Jorats. imauirajii Larry 


■ 


Loom. Moonunhot In San Franeoco. Pali— 


i Ou«t 


Z. 8BOW Qua- 3 BMM T-ch Champona Ol 


Kiyrm Etc. EIC. EIC 





ortocn fomm and inf orma tkx 

« FUST CLASS ~>»da e If. _— ■ n tm o_4~n«- »•>- ■ 
So<MarBC_y Uf-11. Bull— a D iiM mi i--Can0-.11 To_0>0 fla^ V*oh-arT_n»p-w VVV2 4AW 

ORDER FOAM (BLOCK CAPITALS) 



Sorrm. 



. H no 



N_-aetQ--a 


_flg_f_i 


Valx 










Pooaoi 






Tool 





M Noo EEC iddtJ par «a~ 

. . YM1 B* CHEOUE - QiaojaM Mytfda b SolMaraCl^r. 

CadTyoa. ___..___: Juc*y Dmi 

__™_ BJIK->EAnl C41DO-I 

, — _UUm»CAIID 

EUnOCARO ACCEPTED ONE O&^l 



REVIEW 




y and intelligence are required for Rainbow Arts' latest, 
rence Scotford lacks both, but is happy just uggHng ball ... 




LOGIC. 

Rainbow Arts 
PRICE 



B: 



THE CHANNELS 
10111?* which ihebaO 
In'twpcn the wheel*. 

■ 

, . ■ , : 

TIffi BALL 
DISPLAY 
hoH -i him 
many ball* 
jk 1 currently 

in motloa 
up io a 
otjjiitunn of 
lour. 





by the 

nw»uw, THE 
CURSOR H 

used tn velt-ct 
Individual 
Wheels and 
bill*. 



ft A 1X5 remain hi (he wher U until 
tbey at cfklied with ibe Icti rmiu5e 
buidm. l lii- tau.ve« ihcio to travel 
down the channel tutUl (hej rcath 
another wheel. 



ALLS! That's 
what Logical is 
all about - 
coloured balls to be 
precise. Logical is 
essentially a puzzle 
game, but it requires 
some manual 
dexterity as well, so it 
may not appeal to 
boffins who are all 
fingers and thumbs. 

Those who it does 
appeal to will find no 
less than 99 screens 
of mind-boggling 
action to work 
through, each of 
which contains a 
network of channels 
linking a set of 
wheels. The coloured 
balls run along the 
channels and slot 
into one of the four 
notches on each 
wheel. The wheels 
can then be rotated 
in an anti-clockwise 
direction and the 

balls sent off down WBWl M I I I IH' l l'niT l ll'llll^PwWW W 
another channel. 

The object is to fill each wheel with four balls of the 
same colour, thus causing them to explode and leaving 
the wheel free to be filled once more. Once each 
wheel has been correctly filled at least once, the level 
is completed. This must be achieved within a time limit 
indicated by an on-screen 'egg timer'. Nor can balls be 
left to roll back and forth at the top of the screen for 
too long: a separate timer counts down for this very 
eventuality (indicated by the bar at the top of screen) 
and if it reaches zero before you have placed a ball, 
you lose one of your three lives. 

The balls come in four colours: red, green, blue, and 
yellow. Up to four of them can be in motion at one 
time: this is usually more than enough to keep you 
going, but it's possible in the 
later screens to get balls 
stuck in perpetual motion 
between two points, thus 
reducing your capacity to 
move other balls and 
consequently slowing you up. 

To add to the confusion, 
later screens contain devices 
such as one-way routes, 
single-colour routes and 
leleporters, so you have to 
think very carefully about 
how to go about completing 
each screen. 



THE COLOUR FORECAST only 
.lfifn.n 1 . on Muni* m"i>ihv ami help* 
*out planning by kkowirig * hat COkr^tf 
the net i ball will be. 




THE BAR CRAPH at the 
lop of the screen show* how 
rnuth lime remain* beiurc 
(he eutteal h*0 trior* be 
placed hi a i-hni. 



THBHOUK 
GLASS indicate* 
jWwftBMlf h.JMII*. . 
yon hate 





rcmainins to 
liiii'll iht level. 



THESE OTHER 
ELEMENTS 
complicate the 
completion of 
each level by 
affecting the 
■notion or coiocii 
of eath ba|L?E5St' 



A WW. 1:1. H rotated by 90' in an 
.win .loi kx.'i direction each lime ft'*, 
'cficked b* the momc. 




OUT 



GRAPHICS 




DURABILITY 



PLAYABJLITY 



OVERALL 



wn*iiirnwiriiTWiii 



THERE ARE THREE 
ALTERNATIVE MU ol gr^lfclfl 
"hull can be (hanged each (line 
you load up) for when you get 
bond with the default look. 
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• 






LITTLE BITS OF LOGIC 



-V''-. : ,V-V-'V."j-V 





COLOUR STOPPERS: 
These only allow 
balls of the correct 
colour to pass 
through, so you 
either have to find 
a way round them 
or wait until the 
right colours turn 
up. 



COLOUR 

CHANGERS: Balls 
passing through 
one of these will 
be changed to the 
indicated colour. 
This is often useful 
if you require lots 
of that colour, but 
infuriating if you 
don't. 



DIRECTION 
ARROWS: These act 
like one-way 
streets, only 
allowing balls to 
travel in a single 
direction. They 
also determine 
which way balls 
leave a Junction, 



LIGHTS: If the 
traffic lights 
appear cm a level 
you must fill 
wheels in the order 
indicated. Fill a 
wheel out of turn 
and it will remain 
unexploded until 
those before it 
have been done. 



COLOUR 

HANDICAP: These 
occasionally 
appear and show a 
combination of 
colours. A wheel 
must be made to 
explode using this 
combination 
before any other 
wheels will 
explode. 



TELEPORTERS: 
These transport 
the balls to 
another 
teleporter. If 
there's more than 
one pair of 
toleporters on 
screen you will not 
know how they 
are linked until 
you try them. 





COMPLETE 
ALL 99 
LEVELS and 
you're reworded 
with a 
pattword 
which 
allow* you 
to 

acce** ihe 
level 

editor. Thi* 
i* a simple lo 

ii-l utility which 
give* you the 
opportunity 
lu design 
and tc*l your 
own puzzles. 






1 . V* r- 




1 ^a» ^ e» 




i i£- 




— e 
Vat 





LIKE MOST OTHER GAMES of this 

nature. Logical doesn't really 
hold any great surprises in the 
looks and sound stakes. The 
graphics are merely functional 
(although they are quite smart), 
but the inclusion of three 
alternative sets is a thoughtful 
touch. The sound too is 
restricted, amounting to little 
more than a background ditty 
i (which quickly becomes 
monotonous, but can at least be 
switched off) and some suitably 
metallic sounding effects. Logical is 
easy to play - you hardly need to read 
the instructions - and, because 
everything is controlled through the 
mouse, it doesn't take hours to get to 
grips with. Masters of the puzzle genre 
may find it a 

uttie too An addictive 
"nC 5 ^ action-puzzle 

play I 

managed to 

way to level combination 

23 before 
losing my 
first life. 
Even so, at 
that stage 
the 

complexity of the puzzles was already 
beginning to look promising, so 
undoubtedly the last few levels will 
require more than a few attempts from 
the average player. 



Laurence Scotford 



game 
for a 



and brain- 
power 



THE PREVIEW SCREEN »how» the general layout ol the level before you play. Eath 
level ha* its own pat*word to you tan go directly batk lo II. 
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Eagle 

OFTWARE 

118a Palmers Road 
- New Southgate 
LONDON N11 1SL 
Tel: 081-361 1933 




BUDGET TITLES UNDER £10 



30 PM 1799 E 7.99 

Anertunar £698 E698 

Arfcano-lll -..£699 El H 

-a«M*g*c0<amrnar1 £699 £699 

Bartanan II £699 ££99 

Banian Caped Cooader ______ £699 £6 99 

Bmmii £699 £699 

CM-Vtotl Souant - _ £699 £699 

CoWado £699 £699 

CdemmOmt £799 (799 

Ccr-nona Ortul £699 £699 

Ca-ricPrBM £699 £699 

C-ar,Cari £699 £699 

Oa*y Ccuble Hose Raong £699 £699 

Daley Thompjon Ctympt; Challenge £699 £699 

Delertoer of fie Crown £999 £699 

DeloltheEanh £6.99 £699 

Mm Smp Prter £639 £699 

D_utle Dragon £699 £699 

Forge** Worth £699 £699 

Futiie BM £6.99 £699 

GaunM £6.99 £699 

GarrwVtfng £699 £699 

HflaiHMnGudeloGaluy 66 99 £699 

Hong Kong Phpey £698 £699 



last rfcia ii 

LaflharGoddauotPnorot - 
>*3«fl Jaason Mcowaka 
No* S Sauti ,. 

CM Run 

Operation Wo* 

Plicrai P_4nt _ 



£696 £699 



Ruka Range 

Ralor 

RType , _ — , 

SF.Hamer ___ __, 

Shado- ol tie Beosl 

SA Worm 

-ceoo'tal 

Super Hang On _, 

S*iKnBlad- .___ 

TankAiadt 

Thjndertird 



Tttfi Road 

tfgHan-i 

WilMI | , , 

WCLaaOerooart ___, 

Xenon 

Zortl __.__, 



16 99 
MM 



. NJA 
£699 
£699 
C696 
E6S9 
£399 
£3» 
£699 
£999 
£699 
£699 
£799 
£690 

. £698 
£699 
MM 
£699 
£6 99 
U ■ 



BM 
£699 
£699 

£699 
MM 
£699 
MM 
£699 
£699 
£6.99 
£699 
£699 
£699 
£698 
£799 
£699 
M N 

££» 
£699 
£699 
£699 
£699 



TOP TITLES 

1Pliy30Soccef 

Ha* Mag Upgrade • Oa* 

30Ccr»t_<-on Ai 

I Meg Cn>9 

40 Sport, Baung 

668 Sue Alack 

AlOTrtKfcr., __ 

Aden Sttlon 

AdOdas Gotten Shoe 

(UUU 

Agar, ____ 

Atom 



ST AMIGA 

£16% £1699 
N/A £399 
£25.96 £2599 
N/A £1699 
11699 £1699 
£1699 £1699 
£2198 £21 98 
N/A £1999 
£1699 £'599 
£1999 £1999 
£1998 £1999 
£15.99 £1599 



AfpneWevu _ £15.99 £15.93 

Anwung SpKMrmin 11699 E1599 Das 

Arrrvxtgaddon £1598 £1699 

ATFII __________ £1698 £1699 

AwncRotoW ,-_- 11699 £1699 

A.W.S.OJAE. HBS8 £i9.99 

Back 1ot« Future III £1599 £1599 

Ban. ioi> Golden Age E1698 £1699 
Band*, lung ol Anoenl Chr_£2l 99 £21 .99 
Bartanan il (Ptygnotia) 
BardS Tale III 



TOP TITLES 

Cenuxn 

Chaos Srte Bac* 

O-wHQ 

Chase HQ II 

CtiipaChalenge 

Owe* Roc* — _____ 
Chu*Yeag_oATF .. — 

Cddtt _ 

CorpcraSon 

Crime Wm - 

Que* lor a Corpae _ 

Cn/M_*MArt>ore_ 

CytoCon Ul - _.. 

Boot 

Dayi ol «• • — - ■ 

DMttTnv _ . 

Oernon** ■„ - _ -. _— , 

DWkTracey __ 

Dragon Lav 

Dragon Lai II (Ttmewarp) 



ST AUQA 

£16.99 £1698 
£1699 £1698 
£14.98 £14.98 
11498 £1499 
£16.98 £1699 
11698 11698 
£1698 £1698 
I199S £1998 
£1099 £1099 



BAT. 

BaMeChen 

BarleCheaall 

BaDfl Corrvnand ___ 

BaileHe_-i942 

BarleUular ..-___- 



£1699 £1699 
£1699 £1699 
£2298 £299 
£16.99 £16,99 
£16.99 £1698 
£1499 £14.98 
£169911699 
£1999 £1899 



tlUB r | as 
£1699 £1699 
£1G99£169B 
£1608 E1699 
£1999 El 9.98 
£1599 H599 
E1699E1699 
E1B99E1999 
£15 99 £1599 
£2799 £2799 
£2798 £2799 

Dragon Niria £1398 £1496 

Dragon Wan £i693 £1699 

Dynarrne DeDuggar £l599£i599 

DjctTaee- Quasi For Gold £l699£l6.99 
ELF E1599H599 



Beta/al _________ £1999 £1998 

Bay tie M . £1499 £1498 

BadeWinw £1699 £1699 

FfrjeMa* £19 98 £1999 



Epic 

ESWAT 

Euro Supeneaguo 

EvetftoBoWder ___ 

F15S_*aEagfell 

Flfi Corn** FU — < 

F117A 

Fl9Steallh Fighter 



£1499 £14 99 
£16 .96 £16 .99 
£1498 £14.98 
£1996 £1998 
£1898 £18 98 
£1699 £1699 
£21 98 £21.98 
£1999 £1999 



BomOerBob 


£1698 £1699 


F?9Relali-Kf 


£14.99 £14 99 


Brail BasSr 


£16.98 £1699 


Feudal LortB 


£16.99 £1698 


Br* 


£16.99 £1699 


Final Conltct 


£16.98 £1699 



Bud. Rog-r, £19 99 11999 

OH £1499 £1499 

C-tavW , £1699 £1699 

Cadaver -tw pay on" £999 £999 

Cac-ve 1 11599 11599 

Canhage _____ £1699 11698 

Carve Up - 115.99 US 98 

C«caGT4Ra_y £1598 £1599 



rViaiWristte 

Roffl ot til Minder 

Fore P_y ..-...,_—.-,__ 

Fuire BueUB . 

Gaurew ii 

GengruKhari 

GeByWjrg 

God) 



£9.99 £999 
£18.99 £1699 
£1599 £15.98 
£1699 £1699 
£1699 £1699 
£21.99 £21 99 
£1899 £1899 
£1599 11599 



TOP TITLES 

Golden Am 

GoUanotMAiWC 

GunBoM 

Curarip2CC0 ______ 

HardDnwill 

Harpoon (1 Meg) 

rto* 

rtera Ouesi (i Meg) ..... 

rfll Sheet BMS 

■ 

knoerun 

Inctarmpola 500 _ 

iniemaitjia ice HoaVey 
ton Lord _._■—,—_— 
Wiido ..._._.._.__._. 



Jehengr KnanB Souaan 
James Pond . — , — „ 
Judge Dredd — ___ 
Juplen Maslerdnve .. 

Kick OH II (1 Meg) 

UkOfill(5Meg) 

Ming CUud 

lullng Game Show 

Laal Hrqa III 

tenure Sun Larry H ... 

Lemmnga ^ 

Line erf Ft* __.__ 

Loot- .,-,_,-„-„__„. 

LoalPaW 

loia Eton 

Mi Tare. PWoon 

Mad Proleuor Monarty 

Magne-cScrol - 

MermarnCc*cm/ 

Metal Maiter _ 

Metal Mailers 

Metal 

Udngra Raiuam . 

— — _____ 
Mid-vrler II .-___ 
M^ ?9 Kilcrum 
MoorahntRnn.. . 
McrfceyBUr- 



ST AMI OA 

£1698 £16.98 
£1599 £15.98 
£1699 £16.99 
£21 99 £21 .98 
.£1599 £15.99 
£199911999 
£1999 £19.99 
£21 98 £21 .98 
£1999 £1999 
.11599 £1599 
£1699 £1699 
£1699 £1699 
. £1699 £16.99 
.£1599 £1599 
£1999 £1996 
.£14.99 £14.98 
£16 98 £1698 
. £1499 £1498 
EI899E1698 
£1598 £1599 
£1599 £1599 
£1399£1399 
.£1599 £1599 
E1G96E1699 
£1699 £1699 
£21 .99 £21 99 
.£159811599 
.£1699 £1698 
£1999 £1999 
£1499 £1499 
£15.99 £1599 
£1999 £1999 
£1599 £15.99 
£1999 £1999 
. £20.96 £2099 
.£15.99 £1596 
.11698 £1699 
.E16.99E1699 
£149811499 
E1B98E1998 
£1999 £1396 
£2199121.98 

£1598 £1599 
[ISM HUB 



TOPTTTIES 

MUDS 
Murder.. 

Myibcal — _______ 

Myti 

Ham 1965-1975 

Ntrc 

rHvySeatl ______ 

rW-ererdrgSwyl 

Ngmtreed Wdvereure) _ 

Hghlbreed «rcnde( 

HqW* 

n i vi Remot _______ 

Nero , 

OMji 

OperakonSMBi 

Operator Thunderttd 

Peng 

Perua KiOitcong 

P»nWrod90 -___, 

PGA GoK Tour ._ _ 

Ptollng ..________. 

f. -t* • '«"■ ' -'■ — — . 

Po-ernouae 

Preowx II 

PrirceofPerw 

Pwrtc 

RMroad Tycoon 

Rainbow Islands 

Renegade (Coin-op HHsl 

ftaOanperoutlt-, 

Rooocop 

Robocopll , ,_ .. 

Rogue Trooper .-,„—„.. 

R-Typell 

Savage Empre ..___- 
Shadow Dancer .._._._,_ 
Shadow ollhe Been II .... 
Shadow Warrior __,__ 

SenEarti 

SWafte _ 

» J 4 CroMBcnes 

SVSpy 

5nowJc*j 

SoeceAge. — , 



ST AMIGA 

11598 £1599 
£1699 £1699 
£1599 £1599 
£1596 £1599 
£2199 £21 98 
£1499 £1498 
E1496E1499 
f 1 696 1 1 699 
£1499 £1499 
11496 £1496 
£1698 £1698 
£1498 £1498 
£15.99 £15.98 
£21 .98 £21 .99 
£16.99 £1699 
£14.99 £14.99 
£14.99 £14.99 
£1699 £1699 
E1699E1699 
£1699 £1699 
£1499 £1498 
£21 99 121 98 
£13 99113 99 
£1599 £1599 
£1599 £1599 
£1499 £1499 
£1699 £1699 
£1499 £1499 
£1499 £1499 
£1699 £1698 
£1398 £1398 
£1499 £1498 
£1499 £1499 
£1698 £1699 
£1999 £1998 
£1699 £1699 
£15.99 £1999 
£14.98 £1499 
£1699 £1699 
£16.96 £1699 
£1699 £1699 
£14.98 £14.96 
£15.99 £15.99 
Lit 99 Ml N 



TOP TITLES 
Space Guest IV 
SpeMball ...,__, — 

Sprdiay Worlds 

Spin! ol E-caltur 

Sta Cor*. 

SlerrreltV 

Stlder II 

Super Can II 

Super Monaco GP 

Super C* Road Racing . 

Sujranacy ___ 

Sorted Bade II 

SWIV 

TeamSuiutt 

Team Yankee 

Teenage Mutam Heroes 

Tea) Drive IU 

Their FWat Hour 

ThePunaher 

ToU „ 

TorvakHeWamcr 

Tom Recal 

Tcunameril Gof . 

Turneanll 

L»ma» R~* _____ 

IMmaWV ______ 

UMS II _______ 

UNScwdron 

USS John Young 

VaMw 

venoem — _____ 
Vta _____________ 

Voodoo Hightnare 

Wanocklne Avenger .. 
WhneDeati(lMeg) .... 

Wnga (Hall Meg ) - 

Wnga (1 Meg) ._._ _ 

W,W 

WtKpar* 

Wwderland _ 

Wrath ol Dwnoa 

Kpnoa 

Zidnu 

ZOul 



ST AMIGA 

£2698 £2699 
... £1598 £1598 
_ £1699 E1699 
_ £2098 £2098 
. £169911696 
... £1699 £1699 
... £159911599 
. 11599 £1599 

£1699 £1699 
.. £159911599 
. £1999 £1998 
_ £159911599 
_ 11599 £1599 
. 1159911599 

1199911999 
... 1169911699 
... £159911599 
... £1999 £1999 
... £16.98 £1698 
... £14.96 £1499 
... £1599 £1598 
_ 11498 £1499 
.- 11696 £1699 
_■ 11599H599 

11699 £1699 



E199BE199B 
... £159911599 
... £1696 £1698 
... £15.96 £1599 
_ £1698 £1699 

. H6981159B 
... £1699 £1699 
... £1498 £1498 
... I199811B9B 

.. £1998 £19.99 
... E1998EI999 

.. E1499E1499 
£1999 £19.99 
... £19.98 £1998 
_ £1999 £19.99 
... £1698 £16.98 
... £1696 £1698 

.. £1690 £16.96 



POWER PACK 
in-n ?. IV __r»F-innai. BitC-yr ino lamiua Half 
ALL FOUR QAl«S FOR ONLY 1 14.98 



EDITION ONE 
Bu_*«r>jgo-. I«u»-. tirrwi WngtnOShinr* 
ALL FOUR GAMES FOR ONLY 11699 



PLATINUM 

B«> lie*. SfliO*. fa^jlUT Wmoi nil G-uj » ii-i! Gnoti 

AU FOUR GAMES FOR ONLY £16.06 



MIND GAMES 

Mi--': ••<>•'•■ j i 1 COntKI r l . i« 
ALL THREE GAMES FOR ONLY £1499 



TNT 

Hire Onwv Aft. lott* 
tno Drag--' Sn«l 
UL FIVE GAMES FOR ONLY £15.90 



SOCCER MANIA 
FoNui Manager 2. Gidi i Scttw, Utrwoei Sstar 

ALL FOUR GAMES FOR ONLY £1699 



HEROES 

r- ■■.:«. ■ - ■ - ■ ■ Urn. Wn . J Iev_i « Kit 
ALL FOUR GAMES FOR ONLY 116.36 



BIG BOX 






in. Ir. ' r >r l- 


_-.'«»WIW"H|.-_|i 




ALL TEH GAMES FOR ONLY 





LIGHT FORCE 
BoCiiaivga K*. Vingw. ■n)R-1|n 
ALL FOUR GAMES FOR ONLY 114.90 



FULL BLAST 
-i. ft). R«> Ov-gvcLi. j. Pus : 
N t, Ctfiw CwtfC i"0 f*r_" ferrua Or, 
ALL SIX GAMES FOR ONLY £17.98 



MAQNIM 4 

Vwtsnw. Oouoa Dnop\ Opm«n WW anfl B-ttv. 

■Ztyua Cr.uQtr 

AU FOUR GAMES FC* ONLV £17.99 



FIST OF FURY 
Or**-!'* Dul SmioD. Nru Wroi Uautlt Ongoi I 
ALL FOUR GAMES FOR ONLY 116. W 



HOLLVWMO COLLECTION 
RoboCop, Gncalbuskn 2, kidana Jonoa, Bakw the 
Mowe 

ALL FOUR GAMES FOR ONLV 117.96 



CHALLANGERS 

~e> O*. 5ud« ■> . Fie-w r. ■ - - Gw Cant 

XI '.■ i i HlOW 

ALL FIVE GAMES FOR ONLY 117.90 



WHEELS Of FIRE 
Htm Orwr' Can Mtt h_-nr« ra Ml ainj" 
ALL FOUR GAMES FOR ONLY £15.90 



POWER UP 
«i*M Butt. Rw-Oa- «jtc i OA CitMHa turran 
AU FIVE GAMES FOR ONLY H7J8 



MASTER MIX 

WDTimo,. l-TwOuVUi. Oftnm Qj. 
■ < .-• •• an 
ALL FIVE GAMES FOR ONLY £16.98 



FLIGHT COMMAND 
6 rvtv. S»"a Fwte Ha-wr. ta~-ii« r . 
Ay Fa anO&iOaw 
ALL FIVE GAMES FOR ONLY £12.99 



PRECIOUS METAL 

l-ren. Captiiri BoK Ovr C»'» r« Arunna 
ALL FOUR GAMES FOR ONLY £1498 



THE WINNING TEAM 
■ i .«■ *am Hour Uo-iln. 4PB. ' u 
..>,■'. 

ALL FIVE GAMES FOR ONLY 118.BB 



Please make cheques and P.O.'s payab-e to Eagle Software. P*P is included in ifie UK. Orders under £5 please add 50p P&P per item. Europe: ptease add £1 per item. 
Bsewhere add £1 .50 per item. Name* 
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Dale 

Price 
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Price 

Price 

Price 

Total 



Address: 



Postcode: 
Card No: 



Tel: 



Access □ VisaQ Cheque □ P-O'sQ 



REVIEW 



Computerised board games are nothing new, but when the 
conversion is of a Games Workshop best seller, things tend to get 
a little bit more interesting... 



... ..................... . : ■ ■ ■ 



Gremlin 
PRICE 

OUT 
GRAPHICS 



. '..:y. 

— , SOUND 




, DURABILITY 



PAYABILITY 



OVERALL 





OF ALL THE BOARD GAME PRODUCERS in the 
world, one ts more notorious for its style, 
presentation and rules than any other - that 
company is Games Workshop. 

Just to underline this point, the rule book for the 
table-top version of Hero Quest would make any 
MicroProse flight simulator manual 
embarrassed at its relative weediness. 
Nothing is left to chance, with 
everything covered in detail, 
from how to move (which is 
never as simple as it sounds) 
to what dice to roll if a 
Chaos Lord attacks you 
from behind while 
wearing a yellow hat... 
on a Thursday. 

The reason for all of 
this attention to detail in 
GW documentation is to 
heighten its games' 
accuracy, which makes it 
very surprising that, until 
now, none of the company's 
wares have ever been converted 
to computer - what better way could 
there be to keep track of all the number- 
crunching than by having a machine do the job? 
Until recently, the main reason that none of these 



conversions have appeared was Games Workshop's 
slightly 'underground' reputation: all of the 
company's games were heralded as table-top role- 
playing games, which limited their growth somewhat 
(a pity, because they've come up with some real 
gems). 

All of that changed however, as soon as 
mainstream board game specialist 
Milton Bradley noticed a growing 
interest in the RPG. A partnership 
between the two companies 
emerged and the all-new 
Hero Quest was born: Milton 
Bradley produced the basic 
'kiddies' version, while 
Games Workshop went on 
to make a more complex 
older version called, 
simply, Advanced Hero 
Quest 

Now, thanks to the 
simpler rules and widespread 
popularity of the younger 
version. Gremlin has seen fit to 
convert both the board game and 
its expansion kits {extra quest 
scenarios - due to appear over the next few 
months), and is also due to begin work on the game's 
science fiction follow-up, Space Crusade, 





MoVB character 

- : : "V ' I'Tnil 'um'i. 

■ - - - ," |M ' Li| : . M,||M_ 



-Barbarian 



• Cast Spells 
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AS YOU 
PROGRESS (hrouiih 
the dungeon, ih. 

map (right) is 
updated to shim 
rooms, corridors, 
furniture and 
'"■inn. What It 
CHWMl reveal is the 
location of secret 
doors, so all is not 
lot! If you think that 
you're *Iuck in a 
dead ruil 



BFTWEEN 
ADVENTURES 
comet your chance 
to spend your ill- 
flollcn ..in.- at the 
shop, where 
weapons and armour 
are always available 
(usually at 
extortionate pricct). 
Not only does this 
element equip your 
character* tor the 
ever more difficult 
trial* which lay 
ahead, but it also 
gives the whole 
thins a sense of 
continuity. 

MOST QUESTS call 
for the death of a 
principle enemy - in 
this case the 
Wilchlord. 
Unfortunately they 
usually can't be hurl 
unless you've 
picked up a magical 
weapon from a 
previous adventure. 





THE NUMBER OF 
SQUARES (hat you're 
allowed la move It 
determined by stopping 
the spinning coin al the 
slarl of your turn (top 
left)- Each mm adheres 
to one of the following 
sequences! move then 
search, search (hen 
move, move then fight or 
fight then move. 



WHILE, FOR THE MOST PART, 
Hero Quest manages to 
faithfully recreate the fun of 
the tabie-top version (without 
the player having to deal with 
ail of the 'paperwork'), in one 
or two areas of this conversion 
Gremlin has actually managed 
to over-simplify things. This 
over-simplifying is mainly 
apparent in the combat areas: 
l a larger feeling of involvement 
would have been generated by even 
the simplest of additions such as the 
rolling of a dice. As it stands, the 
fights are pretty bland and act more as 
a temporary obstacle than as a major 
part of the excitement. Another area 
that could be improved is the 
animation - it's not that there's 
anything monstrously wrong, it's just 
that there could be more of it. Instead 
of printing the words "Your enemy is 
consumed with flames" on the screen, 
it would have 
been nice to see a 

large flaming ball ^©6ll©Ilt 
scream from your ******* m+> 
characters COtlVeTStOn 

of an 



fingertips 
towards the 
helpless goblin. 
Where Gremlin 
has succeeded is 
in taking all the 

elements from the board game and 
convincingly turning them into a 
highly playable computer game. The 
control method easily lends itself to 
multi-player games, while still 
managing to stay interesting enough 
for a single player - a rare feat indeed. 
Hopefully, Hero Quest will pave the 
way for more Games Workshop 
conversions as the system Gremlin has 
employed could quite easily lend itself 
to other games of this ilk. Providing 
the quality stays this high (and the 
presentation is polished up) they 
should all be just as successful. 




enjoyable 
table-top 



Paul Presley 



ROLE MODELLING 

ANDY JONES, PROJECT MANAGER AT GAMES WORKSHOP, describes fits 
average customer a? being a "l 5 year-old adolescent mate with art 
interest in rock music'* This might sound a little specific but after \3 
years of producing miniatures, board games and RPGs. Games Workshop 
is entitled to be sure about Its own place in the world of games. 

Fantasy miniatures have always been GW'i bread and butter, in fact 
these days you'd be lucky to pick up one of its games without a bundle 
of smalt plastic models falling out- However, it wasn't until Dungeons A 
Oragoni first made an appearance in 1978 that it was felt mora 
substance was heeded, so the miniatures got their own rule books ahd 
IVarhammer was born. 

Since then, GW has grown and grown, producing more and more 
games and expansion kits {Taiisman - one of its best-selling; board games 
-has five expansion sets, three of which feature new boards!). 

The recent collaboration with MB opened a door to a whole new 
generation of giiners. Hero Qt/csr and Space Crusade being simplified 
versions erf other GW products. Plans are afoot for further Joint company 
products, as well as mote computerised ver sioni - with GW hoping to 
take a more active role in future 16-brt developments. 
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After a long absence, the 'Commando' game is back, with US 
Gold's conversion of Mercs (page 76) and this one from Core. But 
is there life in the old dog yet? 



WAR ZONE 





ALTHOUGH WAR ZONE 
claims a futuristic setting 
(1999, to be exact) its 
nitial jungle setting and 
Commando- style gameplay make 
it a more or less timeless shoot 
'em up. And, like all games of this 
type, it can be played alone, but is 
best enjoyed when two players 
team up for a blast 

As the story goes, you and your 
partner have been detailed to 
lead a counter-invasion force to 
push back an enemy which has 
landed at eight strategic points in 
your country. However, the rest of 
your crew has been killed or 
captured, so now it's up to you. 

Your prime directive is to shoot 
your way through eight levels of 
scrolling action for a date with 
the end-of-level guardian of each, 
be it a tank, helicopter, submarine 
or some other piece of military 
hardware. However, along the 
way it would be nice if you could 
free the rest of your unit • oh, and 
have a little fun! 



mm?: 




-oliertipdiibe pcwt 



sean 
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THE IDEA OF HAVING two heavily- 
armed macho men running 
around causing havoc is nothing 
new - but for some reason it 
usually provides excellent 
blasting action... War Zone is 
Happy to continue this tradition. 
Although the graphics are 
possibly a little too 'cartoony' for 

the subject matter, the artist has 
made good use of colour, and 
that combined with the clever 
animation of the heroes' sprites gives 
the whole thing a nice 'clean' look. 
Clean is hardly a word that could be 
applied to the sound effects though - 
they're as dirty as they need to be in 
game with this much violence - and well 
varied too, to match the different 
weapons. And speaking of the 
weapons... this is where War Zone 
comes into its own. There are plenty of 
pick-ups available throughout the 
jungle, so there's no need to worry too 
much about losing one - and there's 

such a variety between the 
different guns, cannons, 
flamethrowers and other 
'dealers of death' that every 
player is bound to find a 
particular favourite (check 
-.- ^* out those homing missiles!). 
The different capabilities of, 
say, the laser and the 
grenade launcher also add 

■ to the strategic feel of the 
whole affair: when 
disposing of some of the tougher 
enemies, it's often half the battle 
working out which weapons to attack 
with. Finally, the stunning smart-bomb 
effect is enough to 
round it all off You 
ay think that 





:ne vrcimts 




gun. - 




A meaty 
blast 



THERE $ SO MUCH 
worse) fivinfi in thi: 




here are enough 
lames of this type 
about already (and 
you may even be 
right) - and, in 
truth. War Zone 
offers very little 
variation on the 
theme- However, if 
you haven't already 
got a game of this 
type, or do, but still fancy trying 
another, war Zone's combination of 
•you watch my back and I'll watch 
yours' strategy and all-out action may 
be just the ticket. 



90's 

and feel - 
worth a 



Brian Nesbitt 
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IT'S TIME FOR OUR OTHER great monthly competition to take a 
bow, the MicroProse Golfing Greats! The best armchair golfers in 
the world have been driving balls in our general direction ever since 
we announced the comp. This month's winner is a superb set of shots in 
one by none other than Mr. Wingchee Man of Essex, the very man 
who inspired the competition in the first place! Of all the shots that 
we've received, none has yet manoged to lop his efforts. 

So, load them up, take a look and see if you can do better. 
Remember there's a superb MicroProse prize up for grabs and all the 
winners of our four month competition will be playing in the grand final 
at MicroProse's very own offices! 

By the way, we're not just after holes in one. Any shot that you think is 
a spectacular feat can be o winner, a pixel-perfect chip from a deep 
bunker straight into the hole, a deep drive that effortlessly avoids the 
trees, water and sand traps. If you think that if s any good, pop it on a 
disk and send it to: Golfing Greats, The One For ST Games, Priory 
Court, 30-32 Faningdon Lane, London, ECI R 3AU. Send it along with 
your name, address, telephone number and T-shirt size (including your 
name and address on the disk label). 




OUR SECOND GREAT competition also officially kicks off this 
month, Trickshot Trials. And who has the honour of being our 
first winner? It's (drum roll please) Mark Laine of Chalfont St. 
Peter's, yaoaayyyy! His disk contained the statutory two shots and 
while neither were particularly complex, our panel of judges decided 
that they both had a certain simple pleasure about them. A couple of 
really nice looking shots. 

So what are you waiting for? Load them both up as per usual and 
watch 'em go down. Done that? Think you can do better? Have you 
watched Jim Davidson's Big Break, seen one of John Virgo's Trick 
Shots and converted it successfully to your computer? Well, send it in 
then. Trickshot Trials, The One Far ST Games, Priory Court, 30-32 
Farringdon Lane, London ECI R 3AU is the address you should use and 
please remember to include all your own details on the disk AND on a 
separate sheet of paper. 





3(4) 




LOADING 

Parasol Stars can be loaded up by following these simple 
instructions. Just pop the disk in the drive and turn on the 
computer. The Golfing Greats and Trickshot Trials can be 
seen by loading up the appropriate game in the usual 
manner, selecting the relevant Load Data options from the 
menus (check the manuals for full details) and then 
treating the cover disk as a data disk. 

DISK TROUBLES 

Trouble with static cling? Is your low temperature cover 
disk not able to remove those fatty stains left behind by... 
beetroot? Well now the answer is here! New specially 
improved, thicker, concentrated, disk-repairing Zappo 3 
has arrived. The only liquid conditioner that leaves your 
hair with a softer, shinier look that feels as though eight 
out of ten cats prefer it. 
Of course you could save even more money by taking two 

bottles into the shower and sending your faulty disk 
(along with a stamped addressed envelope to the value of 

28p) to; The One For ST Games Cover Disk Returns, PC 
Wise, Unit 3, Merthyr Industrial Park, Pentrebach, Merthyr 
Tydfil, Mid. Glamorgan, CF48 4DR. 
However, if you're sat around at home, you could make 

new friends on the telephone. (0443) 693233 is the 
number where a big party is happening right nowl It's 
also the number for PC Wise's helpline and should be used 
for the most dire of emergencies (such as running out of 
instant coffee when your sexy neighbour is in another 
country) at the following times only: 10.30 to 12.30 
weekdays. And remember, if they can't help you, they'll 
probably know a man who can. 



THE SMALL PRINT 

Condition the first. 
Whilst The One maketh every effort to check thy cover disks 
for all knownst viruses, we canst accepteth no responsibility 
for possible damage caused by viruses unbeknownst to us. 
Condition the second. 
The One andst its noble retailers are ne'er liable for any 
unbeknownst changes to thy contents of cover mounted 
disks which mayhap occur. 
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16 Hinben Gartens, CfciStuicfc, Honbon _H 2€© -fax: 081-995 1325 

GeUpipne: enquiry lines 081-747 4757/081-742 1831 

TOP TITLES TOP TITLES COMPILATIONS 



TITLE 

l_=Haot 

E* , 

Elv=»l**m_c*fi-Oa_ .... 

Meni T nwHH 

Scul and C"»n Bows 

lUitMng Llpr-rada 
3D Conduction K* 

>Mi:cC'iou-i 



'li-jv.n-1'r,. r.- 

663Sub«__* 

A?DTan»Kil» 

Afcalrai __.-____.____, 

Aa«in Stnlion , 
_ir<-)ri King o* Anoom Crvina 

AWMWairW 

ArmouroMdon 

A_w__MDi_Uijynr!jini(AD.S ) 
Ai>»iMsGi«enSHiW 

'I: i - .] i 

AWSOUE 
*n« mo So-Oprman 

lUuoMaa 

B*«lheiGd , 

Brat i 

BvtwMMlW 

0_-Uiri_n M (Psyaruiu ) 

0a" in tfi GoIOph Aqo 

BAT 

Oa»lk>Ntfw«IMJ 

BafMOtM 

BdRWQimsU 

B_t»_1heFu_rr.i«l 

(UateW-rtar „_.__._.__,_,. 

BonMnUob , „.-,,._ 

__<n Blaster - -..._. 



aarajm _ — 

Bi_»flnger» — ,_ „„ __,. 

Cabal _______ 

Cyo-onlll __ 

CoWtU 
Oiaw-MO — 



cn^noo. 

Gnaw HQ II 

Capiwo 

Carve* Up _____ 

Cmiw lor (hp Cooae 

Crm» Wjvo .._„ 

,\».iu > - ,_..____„.. 



C-*c_GJ*R_fy __.__.._ 

Cr_WYa_oorsAIF 

C-nli-N)n ._,—_,_._— — ; 

Ca -mage 

Co-WObon ..„__. 

[>aoon Laifll (Time-aip) _.„, 

[>ac«nW_a ..__._.____._ 

Oyr-itn-itODhuoe-i 

OfaoonLaH -_._._._._._._.. 

C*-gonNrr<a ■ , ... 

Dayi Ot T nundir ._.„., 

Or>'(ace» 

n- 

E SWAT I, 

Euro Super) 
FieCrmD-IPtl) 
F19H«__1r~ 

F19S_a_hFrahtet , 

FnalCor-lct „ ......._. 

fnoimam 

F-jdaJLo-J* 

F'«" 

FetvRw _„■■■ 

Hgnli^lnolnliudBi . ...—,—„—, 
Fi5Sli*eEagiel 

f L-.JI- f!OV-:.. ___ 

Gut-^oXOS 

G*nonmCn_n _________ 

Gr-nvJturu _— 

(_w-wrf______ 

On* . 

G«*k-iA_t 

GoUonollhoAflBc* ... 

Own Boat . 



... r«A 
MOO 

_ r*A 
1699 
1S99 
1899 
7199 
1500 

NlA 

J1SB 
1599 
'599 
1B99 
1599 
. 1590 
1S99 
1599 
1599 

il M 

1499 
i i .» 
1599 
1699 
.. 1699 
,. 16.99 

_>99 

16 99 
16.99 
1699 
1599 
il ■ 
1699 

■-. 

1899 
1B99 
'699 

WA 

|| M 
IB 99 
1499 
1199 

1499 
1599 
1499 

16 99 

| us 

16 99 
1.99 
1S99 
II B6 
1699 
999 
26 99 
1699 
1599 
26 99 
1399 
1599 
1599 

_ 1499 
16 99 
1399 
'699 
1*99 
IB N 

... 16.99 
899 
'699 
2199 
'5.99 
1B99 



KM 



Hairx_n(tNegl 

HllSbOfl I B|L_ 5 



» Blues 

Hard Onwni. 

Hwk 

Hen_0_~l(lMag| 

•mpenum 

I- -.«««_: 



•on Lad .„__..- _-_.„.—... 

kmt*hmwm H x* m 

"<*a<i_*>l l5 500 

VtOo 

hW0WS i MW H WI l U W IMH t lM t H l.* 

JdmnPond ._._.__.._,, 



H"1(-lU. iilr'0-r.r 

•HlmflCtoud 

K-kO - 11(1 Meg) 

r_*MII(H-flM-g) 

Le-imtnga — ..._.„_ 



1599 
1599 
1599 
1699 
1999 

IB 99 
14 99 

1999 
21 99 
|| "l 
1599 
'599 
1699 
16 99 
1699 
1499 
14 99 
1599 

15 'ill 

1599 
1299 
i J H 



AMIGA 
2199 
1699 
1499 
21.99 
1999 
1599 
■-, H 
25 99 
1699 
II M 
16 99 
II N 
IB 99 
1599 
16 99 
21 99 

15 99 
IS 
1699 
1599 
1599 
1899 
1599 
1599 
IB99 
1*99 
1499 
1599 
n 'i'. 

1699 
72 90 
1699 
1699 
1699 
1599 
1699 
1699 
1699 
1BB9 
1899 
|| ■ 
14.99 
1699 
i -l ■>". 
1499 

16 99 
1599 
14.99 
1599 
1499 
16 99 
16 99 
IP 'ti 
1599 
1599 
16 99 
16 99 

999 

if. 99 

1699 
1599 
M ■ 
1399 
1599 
1599 
1499 
16 99 
1399 
1699 
1499 

il in 

1699 
699 
1699 
2199 
1599 
IB 99 
1699 
16.99 
21.99 
2199 
1B99 
1699 
15.99 
15.99 
1599 
1699 
1999 
16.99 
1499 
1999 
21 99 
1699 
1599 
1599 



1B99 
14W 
1499 

1599 
U H 
15 99 
1299 
15 99 



TITLE 
LoalPah . 

LrneolF-e..,.. 

Loom . 

UulNmialtl 



sr 



14 9 



._ 16.99 
1599 



Lwofo5o*l_~v3 71.99 

lc*iib«rt 1599 

UHankPUWon 19 99 

M_0t»1<Sai_._.__. . 18.99 

UeulKUiWi ..__..„._.._..,..—■ 1599 
M-aPioiovvvMo-iani 1509 
MH*iat"RMia_n_ff . 1*99 

UKMnk* . ._—___—_-_ — 1109 

M*MHit,irl> 1999 

l_M—lllnin—l 1599 

Ufti , 1599 

HrtDCfl 15 99 

99 »*g79(Fu__n) 3199 



(An- i nam 

MUDS. . 

h_ide< 

Ham 1965- 19 75 

Mm: . 

,._„-i_— ._..—, 

NqniD~>M(Ar__i) ..._..-.-- 
NaviiyS«ata 

Nr|HM..ml AH.-o-.r-. 



It 

1599 
1699 
1B99 
14 99 
1690 
1*99 

1499 

. 1*99 

Neven**»m 9l»V « 1699 

N.i|.il-.i-,, _ 14 99 

Nam - _.— 1599 

OMji . 21.99 

OpmtaBflMltl '699 

(Wr.l«rTmWlB. U98 

Pang _._. 14 99 

nadann _,._....„._.„.„.._..._.__„. 1596 

POAGoflTcu — 1699 

PWiioB 1«» 

P___Ke-Bo«ino i 1690 

Pumtc ._..___„, — 1*99 

Par>o_d90 16.99 

PafjUs - SrnC-y 21.99 

Pon^mouaa __.—__._.._ iBB9 

Pnn_iolP»r_» 1599 

H-tmo-l-an-t . 14.99 

Hi-*qBOD|Co_Op-HB») 14.99 

P-TrtWd „_,__..____..__._., 16 99 

IOct.D*»Joft<_« „,_,_..____■. 1699 

13.99 
1499 
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1499 
1899 
18.99 
1699 
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1699 
1699 



HOLLYWOOD COLLECTION 
HoOoCop. Gl_albuB_fB 2. inoana Jones. 

Batman Tho Movfo 
ALL FOUR GAMES FOR ONLY C17.B9 



EDITION ONE 
Double Dragon. Xenon. G entire Wing and 
Silkworm 

ALL FOUR GAMES FOR ONLY £1590 



POWER PACK 
Xenon 2 TV Spoils Foot-all. Blo-xtwycn and 
Lombaid Rally 
ALL FOUR GAMES FOR ONLY C14.99 



SOCCER MANIA 
Football Manager Z G__8 s Soccer. Macpio^ 
Soocar and Footw! Maiao* 2 World Cup EOhon 
ALL FOUR GAMES FOR ONLY C16.00 



TNT 

Hard Dnvln. AP6. Xyrx*9 Toobln and 

Dragon Spirit 
ALL RVE GAMES FOR ONLY El 5.99 



FULL BLAST 
Cnicsgo BO. Rick Dangerous, Higfiway Patrol 'J 
P47. Camrs Cornmand and Ferran Formula One 
ALL SIX GAMES FOR ONLY 17.99 



LIGHT FORCE 
Bu Cnaftengo IK*. Voyager and R Type 
ALL FOUR GAMES FOR ONLY £14.99 



CHALLENGERS 
KicK Off. Super Ski. Fqhter Bomber. Great 
Coun— and S (union Racer 
ALL FIVE GAMES FOR ONLY £17.99 



FUN BOX 

Kuli Purple. Saturn Days. Hostages and Op 
Neplune 
ALL FOUR GAMES FOR ONLY 



FLIGHT COMMAND 
Eliminator. Sbiko Force Hamer. Lancaster 
Sky Fo» and Sky Chase 
ALL FIVE GAMES FOR ONLY £12.99 



MASTER MIX 
Super Wonderlxn, Turbo Outrun, Dynarnrle 
Sua, Thunderblade and Crackdown 
ALL FIVE GAMES FOR ONLY £16.99 



COMPUTER HITS VOL 2 
Terns, Joe Blade Golden Path and 
Black Shadow 
ALL FOUR GAMES FOR ONLY £6.99 



PLATINUM 
Black Tiger SUieQor. Forgonon Worlds and 
GhoUs and Ghost 
ALL FOUR GAMES FOR ONLY £16.99 



MIND GAMES 
Au«(-ira Waterloo and Conftd In Europe 
ALL THREE GAMES FOR ONLY £14.90 



HEROES 

Barbarian 3, Running Man, Slai Wars rmdd 
Licence to Ki I 
ALL FOUR GAMES FOR ONLY £16.99 



BIG BOX 

■pMn Bkndi -'■i'ii in i» FObrhi ftieen, Bi "- 1 i 

Plua rii Tn on tne Moon. Punx Saium Day. 
Hiypli>i Egg .Juntfiro Jacucn 6i Ik. mw_i;« 
ALL TEN GAMES FOP ONLY C1B.99 



MAGNUM 4 

lAnerbutner. Double Dragon. Operation Wall and) 
Batman Caper 
ALL FOUR GAMES FOR ONLY £17.99 



FI5T OF FURY 
Dynamrla Du< Shinotn Nlnja Warriors. 

DouDle Dragon II 
ALL FOUR GAMES FOR ONLY E1B99 



WHEELS OF FIRE 
Hard Dnvm'. Chase HO. Powerdrtft and 

Tivbo Outrun 
ALL FOUR GAMES FOR ONLY E1599 



POWER UP 
Allered Beast. Rainoow island. X Out. 

Chase HO. Tumcan 
ALL FIVE GAMES FOR ONLY £17.99 



PRECIOUS METAL 
henon. Captain Blood. Crazy Cars and AiWanold 
ALL FOUR GAMES FOR ONLY £14.99 



RVE OF THE BEST 
Escape from the Planet ol Rooot Monsters 
APB Klax indicators. CyoerDall 
£15.00 



BUDGET TITLES UNDER £10.00 
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0898-234228 24 HOUR CREDIT CARD LINE 



Please make cheques and PO's payable to Legend Software 

Computer 

Title Price Title 



Access 

Date 

Price Name 

Address. 



Visa 



n 



: Postcode 

P&P FREE IN THE UK - EUROPE £1.00 - ELSEWHERE E1.50 Telephone 



REVIEW 



Despite a slow start Silmarils' combination of beat 'em up and 
puzzle solver offers a superb graphics, a thumping soundtrack 
and more enemies than Saddam Hussein. 




1 1 11 CYBORG IS the most versatile of all |bc robots. Hi 
leaping ability help* neiioliatc swamplands and platform- 
ba»c<l level*, while lit weaponry and gadget* can defeat a 
large number of opponent*. These include a magnetic rope 
(allowing vertical (ravel), a powerful battle-axe, a fork-like 
grabber and a devastating lightning weapon. 




THE DINOSAUR IS a vital alternative weapon* *y*lem 
vihkli come* into it* own when combating eye or ground- 
level opponent*.. It ha* a long neck and deadly bile, a 
shield system, tail- and head-mounted flame-thrower*, eye- 
later* and the Cyber*tyi-(H>7 remote device. This last item 
is a small, imcctoid robot launched Irom the beat!'* back 
which can activate the *witchc* other robot* cannot teach. 




THE TANK IS the least mobile of the three robot., 
mounted on caterpillar track*. It * a quick -response weapon* 
system, equipped with five-way overhead rapid lire, a nifty 
missile launcher and a head-mounted radar. 



THE HUMAN RACE HA5 SPREAD across the 
universe like locusts across a wheat field. They've 
been there, they've done that... and now they're 
bored. So, for want of better things to occupy their 
time, they've created a race of bio-technological 
beings to run the show, started taking illegal 
substances and indulged in the kind of activities that 
can't be described in a computer magazine. 

It's a recipe for disaster - and that's exactly what's 
happened... 

A nasty piece of bio-technology called Arod 7 has 
woken up and decided that he is going to wipe out 
the entire human race - and has mercilessly 
slaughtered billions of people in the attempt. 

The few people that have managed to survive have 
now hit upon the ruse of creating a second 
generation piece of bio-technological hardware, 
nicknamed Metal Mutant. They reckon that if they 
send it to Arod 7's home planet of Kronox, it could 
infiltrate his defences and give him a damn good 
thrashing. 

But what makes them so confident? This - Metal 
Mutant can transform at the touch of a button into 
any one of three different robots. How's that for 
versatile? 



METAL 
MUTANT 

PRICE 



OUT 
ilAllf 



GRAPHICS 




OVERALL 




THERE ARE OVER 40 different type, of 
enemy, many of which require distinct 
tactic* or weapon* to defeat. Each level 
ha* it* own unique collection: you'll find 
plenty of lizards, flying reptile* and mini- 
dragon* in the swampland* and robot* 
galore in the factory level. Arod 7's space 
palace i* a law unto Itself ■ anything can 
be found there - and it'* guaranteed that 
you won't like it. 
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REVIEW 




SHOULD YOU GET LOST in the factory level, you could find 
yourself in the mine*. This is no plate for a saviour of the 
universe lo itel caught: dangers and Iran* lurk in every comer and 
you'll lose plenty of energy trying to escape, It's best to avoid it 
completely - particularly when you run aero** creatures like these 
bio-robotic spider*. 





THE CLOSER YOU GET to Arod 7, the more difficult the puszlcs become. The last few 
screens before you encounter him take place in this mystical space complc*. Metal 
Mutant is set a series of le«t* which he mu»l solve, or die in the attempt. These include 
the ability to repeat music and a real stinker which pit* you attains! an c*act clone of 
yoursclfi fire at it and it fire* right back. Bui how do you fid past that door? 




THE SHOW-DOWN WITH AROD 7 is the toughest test of the lot. Havinfi honed your 
joystick reflexes on over IOO screens by this stage, it's now time to put your skills to the 
test. As you can see. Arod is a stianl skull with a television screen built into his head; this 
screen flashes Icons at you corresponding to the weapons you have collected throughout 
the name. If you don't respond with the appropriate Joystick movements, you'll survive 
about as long as a flatfish in a black hole. 



THROUGHOUT THE GAME you stumble across an ALOG saucer, without whic 
life on Krono* would be impossible: it allows you lo save your fiamc position and 
vtatistic* to dale, and renew* your energy supply. Ouly Ihc cyborg can link up with it, by 
standing directly below the ship, opening his skull and interfacing with an on-board 
energy supply. Be warned, however: the craft is easily destroyed. 



METAL MUTANT IS INITIALLY 
DISAPPOINTING: all you do for 
the first few screens is match j 
appropriate manoeuvres to 
combat situations and keep 
plugging away until your 
enemies are destroyed. If you 
persevere however, you begin to 
discover the game's appeal: 
horrible puzzles, 40 different 
types of monster to defeat and a 
variety of weapons and gadgets 
to acquire. It's really a 130-screen test 
of memory and joystick dexterity - 
opponents come at you quickly, and if 
you haven't selected the right droid or 
weapon to face them, you might as 
well kiss goodbye to your energy. This 
isn't too much of a burden to begin 
with, since in the early stages you can 
destroy some opponents in variety of 
ways and by a t»I&|f 

experimenting ~ *V V* 
you select the 

of 



more effective 
methods. The 
difficulty is 
cleverly graded 
so that 
(hopefully) by 
the time you 

face Arod you'll have the necessary 
reactions to knock his lights out. This is 
just one of the game's neat touches - 
others include a 'save game' option 
which doubles as a source of energy 
and three difficulty levels, the third of 
which is really tough. After that, good 
sound effects and graphics (including a 
host of excellent animation sequences) 
are just the icing on the cake. 




Gordon Houghton 
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PHANTASTIC 
GAMES 

16 BIT SPECIALISTS 




071 
738 
0617 



VISITORS WELCOME 
SOFTWARE 



24 HR CREDIT CARD HOT LINE 



Title Price 

A-10Tank Killer £25.50 

A.D.S £17.99 

ArmourGeddon £17.99 

Awesome/T-shirt £25.50 

Backtothefuture3 £17.99 

Captive £17.99 

ChaosStrikesBack £17.99 

Cruise foracorpse £17.99 

Deuteros £17.99 

Dick Tracy £17.99 

F-1 9Stelth Fighter £23.50 

Full blast £18.99 

Gauntlet3 £17.99 

Genghis Khan £29.50 

Gods -Special £16.99 

Golden Axe £17.99 

Heroquest £17.99 

Hollywood Collection £21.50 

Indianapolis 500 £1 7.99 

KickOff2(1Meg) £17.99 

Killing Cloud £17.99 

Cruiser-Black £8.99 

Cruiser-Auto £11.99 

Speedking-Std £8.99 

Speedking-Auto £9.99 

Comp pro 5000 £13.99 

Contriver Challenger Cable £23.99 

ContriverChJIenger Intra Red £29.99 

Stingray £13.99 

Stingray Auto £14.99 

Navigator Auto £13.50 

NES Control Deck £77.99 

Guntlet2 £35.99 

Gremlins2 £35.99 

MegaMan2 £35.99 

Super Mario Bros 2 £34.99 

Bayou Billy £30.99 

Tron Sword £30.99 

Faxanado £26.99 

Solar Jetm an £26.99 

Tetris £21.99 



Title Price 

Lemmings £17.99 

LotusTurbo Challenge £17.99 

M 1 Tank Platoon £21 .50 

MegaTravellerl £21.50 

Midwinter2 £21.50 

NAM £25.50 

Nightshirt £17.99 

Panza Kick Boxing £1 7.99 

PGAGolfTour £17.99 

Platinum £17.99 

Powerpack £17.99 

Power Up £21.80 

Pro Tennis Tour 2 £17.99 

Secret of Monkey Island - 

Special £21.50 

St Dragon £17.99 

SuperOffRoad £17.99 

SuperMonacoGP £17.99 

S.W.I.V. - Special £16.99 

Wheels of Fire £17.99 

Blank DisksXIO £6.50 

Amiga A500 £330 

AmigaA500- 1 Meg £375 

Contriver5-in-1 Mouse £24.99 

Contriver Amiga Mouse £19.99 

1 /2 Meg Upgrade, noclock + D. Master £34.50 

V2MegUpgradeclock + D. Master £44.50 

Amiga drive + RUF/Beast/K.O./ 

B.Squadron £79.99 

Lightgun £44.50 

SegaMegadrive £149.99 

Afterburner2 £32.99 

Ghostbusters £32.99 

Ishido £32.99 

James Pond £34.99 

Moonwalker/Video £34.99 

PGAGolfTour £34.99 

Sword of Sadan £34.99 



THESE ARE JUST A HANDFUL OF WHAT IS AVAILABLE!! 
ALL SOFTWARE/HARDWARE IS SUBJECT TO AVAILABILITY 
NEW TITLES SENT ON DAY OF RELEASE 
£1.00 p&p ON SOFTWARE/UP TO £5 ON HARDWARE 



REVIEW 



After numerous incarnations, the world's most popular science- 
fiction Role-Playing Game is finally available on 16-bit. Paul 
Presley sees if it's been worth the wait. 



MEGATRAVELLER 
1 THE ZHOOANI 
CONSPIRACY 

Empire 



PRICE 



OUT 



GRAPHICS 




1 



SOUND 




7 PLAVABIUTY 




LIFE IN THE 51ST CENTURY is rougher than ever. 
Mankind, now under the rule of the Third 
Imperium. has realised his dream to reach into 
the stars - and has made contact with all manner of 
weird and wonderful alien life-forms for his trouble. 

The most alarming of these extra -terrestria 
contacts, made in 5018. was with a virtually identica 
race known as the Zhodani. The contact was not a 
pleasant one, however, and the first of four Frontier 
Wars soon broke out between the two races. 

You'd think that after four bouts of inter-stellar 
genocide the two sides would have had enough, but, 
for reasons best known to themselves, a group of 
corrupt officials within the Imperium is preparing to 
start a fifth - and, as always, there's only one person 
that can stop them. 

Well five people actually. Barely 10 minutes ago, 
your merry band of travellers was having a quiet 
drink when a frantic young lady pushed a 
holographic disk into your hands, burbled something 
about a traitor and was attacked by a group of thugs. 
You made your excuses and left... quickly. Now it 
seems there's a price on your head and every bounty 
hunter in the galaxy is on your tail. 

So, to take stock of your situation: you hold the only 
evidence which can expose the traitors and have to 
deliver it to the officials on some faraway planet - al 
of this under the less-than-friendly scrutiny of the 
meanest villains in the cosmos, 
lever rains but it pours... 




ins dui ii puuri... _ _ — ^^^^HllM*fll»^^p^ ^^^ ^ ^^^^ ^^^^^^— 



JLL3E 



ONCE. .-TWICE. ..THREE 
TIMES A GAME 

THE SIMILARITIES BETWEEN CERTAIN ELEMENTS off 
the table-top and the computerised versions of 
MegaTraveller are incredible. With the possible 
exception of SSI's AD&D series, no other 
computerised RPG comes as close to being an 
accurate conversion. Unfortunately though, 
things tend to fall down in certain areas. 

Because the original IBM PC version wasn't well 
received by US critics. Paragon (the team 
responsible for the American conversion) 
'recalled' the game, took on board all the 
negative comments and set about executing a 
redesign, the most noticeable result of which was 
the Orders command for combat. 

Empire's decision to bring the product to these 
shores was a natural step, but it was felt that 
changes still had to be made to tailor the 
program for Britain. The keyboard controls were 
replaced by more accessible mouse-driven 
controls and the space travel was improved by 
simply replacing the inertia-based thrust. 

Paragon is not a company that takes criticism 
lightly. A great deal of changes have been made 
to MegaTraveller 2 (due for an August release), 
most of which have been implemented in 
response to user reaction. The sequel will feature 
many more star systems, the ability to transfer 
original characters and a completely new plot. 
Paragon's other forthcoming release - Space 1889 
- will also utilise the improved MegaTraveller 
system, except this time it's set in the days of 
Victorian space travel(i). 










STYLE lo Star 
Trek, each of your 
character* is 

.iii ii i l ii i nation* 
on board (he ship, 
he mail 

important of which 
is ihe compuier, 
from which mail 
element* arc 
< on trolled. 
Feature* such as 
aulo-iariielins anil 
tactic predictors 
are all available 
(ram the 
numcrom 

AS WITH ALL 
RPG*, character 
generation plays an 
important part In 
the procccdins* • 
but here there's a 
dillerencc: each 
character thootc* 
a career in one of 
five military 
service*. Al the 
end of ilit* period 
of service, the 
now-trained 
participant* are 
released into 
civilian life lo start 
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LIFE IN THE 
WORLD of 
MegaTraveller li 
viewed Irom 
IOOWi with each 
type of building, 
colour-coded lot 
eaticr 

identification. Ol 
course, will) a 
price on your 
head, local bounty 
hunters arc always 
lookinn '« make a 
quick Imperial 
Credit. Should a 
iii-hi break mil, 
ihc team splits up 
and each character 
i» controlled 
individually from 
the control panel 
on the richl. 




REVIEW 




IN ORDER TO REACH YOUR FINAL 
DESTINATION, it's necessary lo obtain 
a Jump-3 Drive - the bad news is these 
cost over 3,000,000 Credits apiece. The 
■vest way ol earning this wad is throui!h 
interplanetary trading ol ihc It) available 
type* o( i .ii.'n including everything (rum 
fertilisers to robots. The starporl trading 
market isn't always the best place lo sell 
your slock though... 




Party' 



THERE'S AT LEAST ONE 
ALTERNA I IVE way to make money... 
piracy. This has nothing to do with copyins 
disks however - piracy involves aitaikinn 
other ships and stealing ihcii cargo. Be 
warned though, some ships arc prepared 
tor this eventuality and equip their cargo — 
bays with limed deiunaiiou devices. j|[ 




mn,. tf § 



ASIDE FROM TRADING, the movt 
important lactor of the game is gathering 
inlnrmation on the traiiois and their 
nefarious activities. Bare arc alway* a 
uood source ol gossip, although most 
people will ecpect a little gratuiu in 
return lor their trouble. 

SPACE, THE FINAL FRONTIER. To 
boldly i-o where no one has gone lielorc, 
you need a ship. Movement in outer 
space uses strange inertia-based 
controls, similar in style lo the classic 



THE MOST ACCURA 
DESCRIPTION befitting 
MegaTraveller 1 is to liken it to 
Elite without the graphics... but 
with a plot. Although it's an RPG 
at heart, the trading side of 
things will appeal to all those 
Cobra Mk II pilots who longed 
to be able to land their craft. For 
anyone who has played the 
table-top game, a lot of 
elements are going to appear 
very familiar: the excellent character- 
generation system, the planet names 
and the whole 51st century 
environment are all there and all very 
well implemented. In truth, there are 
only two problems with the system, 
The first of these concerns the space 
travel: the O/ds-style control method 
becomes very awkward until you get 
used to it (and that could take quite 
some time). This is especially true when 
the planet which you're tethered to 
doesn't want to let you go. The second 
problem is far more damaging and lies 
in the crux of virtually every RPG 
available - combat. The trouble is that 
everything is 
run in real- 
time, which is 
all very well 
for an all-out 
action romp, 
but it's next to 
useless when 
you're trying 
to control five 
different 
characters. 

Granted, the 'Orders' command helps 
out but it's still far easier just to group 
your team and run from each fight. 
However, if you overlook those 
problems there is a nicely-crafted 
game system in there. The on-screen 
presentation is superb, the planets are 
varied enough to provide explorers 
with plenty to be getting on with, the 
trading aspect and plot devices are 
intelligent and the 'Stations' section on 
board your spacecraft is very well 
handled. Ultimately, the decision as to 
whether this is the RPG for you boils 
down to whether or not you want to 
get caught up in a great deal of 
combat. If not, then MegaTraveller 1 
provides plenty of challenge, if so, i.hen 
unfortunately you'll have to look 
elsewhere - MegaTraveller 2 perhaps? 



Paul Presley 
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A well- 
executed 
table-top 
conversion, 
sadly deflated 
by the 
unwieldy 
combat control 
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REVIEW 



Being a conversion of an all-action coin-op, US Gold's scrolling 
shooter has an obvious advantage over its rivals - but does it do 
justice to its arcade parent? 



MERCS 

US Gold 
PRICE 

£25.99 



GRAPHICS 



SOUND 



PLAYABlLfFY 



/Vlifi 



DURABILITY 




OVERALL 




AVING PLAYED AS MANY COMPUTER GAMES 
as you undoubtedly have, you should by now 
step naturally into the role of being either a 
hero or heroine without too much alarm. Even so, 
you've rarely strapped on pecs as pulsating as those 
on offer in this latest US Gold CapCom coin-op 
conversion. 

As ever, the size of the heroes' muscular bulk is 
inversely related to the amount of brain power 
needed to complete the game, so there's no need to 
worry about about wasting any time on background 
here: your macho, muscle-bound hero (whose brains 
don't quite match his brawn), with the help of a mate, 
takes on almost unfeasible levels of cannon-fodder 
along an eight-level route. 

Okay, so some of you refuse to sign up until you 
know the story, so here goes... The former US 
president has been taken hostage by a group of 
foreign villains, but, for some diplomatic reason or 
other, the US government can't intervene directly. 

This is where you come in. As head of an elite corps 
of mercenaries, known as the MERCS, you've been 
commissioned to rescue the President and halt the 
rebels' attempt to take control of the country of 
Zutula. To achieve this, your mission is to land in 
enemy territory, break through its tank line, 
neutralise the 'Scorpion' attack unit, penetrate the 
mountain pass, destroy the enemy's supply line and - 
finally - 'neutralise' the enemy's HQ. 

Feel better for knowing that? Good - now get out 
there and get blasting... 





\^ Villi CANS! K. when the going |etl 
tough, ihe tough get strolling— '"h*" main 
challenge Is lu dodge ihe opposition's 
bullet* and splat them with your* - simple, 
eh? U*ing Ihii MMQOttBH method, all 
thai remains is fur you to find a way 
ihrouuh the cieht'levct jungle, causing 
hasoc and mayhem throughout sour 
journey. 



SHOULD YOU FIND YOURSELF up 
again*! a brick wall, wire feme, tree, 
elephant - in (act, any large obstacle - do 
the ubviou* thing... blast the hell oui ol il! 
The usual re*ull is a clear path lor you Id 
stroll straight through. 
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mm turn YOU 

GFT TIRED with 
walking through 
the junuk- .mil 
wadiiiu through the 
water, mn tan 
always hop inin a 
jeep (wlnih ha* 
room lor holh 
players), a lank, or 
even a hovercraft! 
I hen- is (MM small 
point al this stage 
which differs from 
ihc original: in the 
coin-op you have 
lo thool the jeep's 
original occupants 
helore fakinu the 
wheel • here you 
simply hop in anil 
net off. 





JUST WHEN YOU THINK thai 
you've got (o the end of a level, up 
pop* (he massive end-of-lcvel 
guardian. 1 hest* usually ioiiii- in (lit 
shape of sonic type of military 
hardware: helicopter, tank and 
harrier jet to name hut three. 

DURING YOUK hard-earned M 
bctwci-n stages, you're creeled by an 
intermission screen of a hunky guy 
in a povcy stance. Thlt, supposedly, 
is you, so maybe a little practice in 
Ironi of a mirror is nc(e*»ary. 




TWO-PLAYER 'COMMANDO- 
STYLE' SHOOT 'EM UPS are 
always big hits in the arcades: 
all they have to do is offer 
enough opposition soldiers and 
hardware to attack in force and 
a few new weapons to wipe 
them out with and the coins 
come rolling in. Mercs is, as 
you'd expect, no exception - but 
we're not here to heap praise on 
the arcade game (although it is 
very good indeed!), we're here to see 
how good the conversion is. And 
basically, the answer is that it's 
good(ish). Conversions should be 
judged in two ways: as re-creations of 
the original or as playable games in 
their own right (or maybe even as a 
mixture of both) - Mercs almost hits 
the mark in both cases. There's little 
problem looks-wise, all of the sprites 
and backgrounds are well executed, 
although the main characters move a 
little too jerkily for comfort. The 
problem's certainly not in the 
soundtrack either: the groovy music 
gets you straight into the swing of 
things, while the massive explosions 
and great cross-fire sounds all add to 
the excitement. The problem is that 
the whole 

A competen 
enough two- 
player 
blaster, but 

it loses a 
little of the 
original's 
'oooomph!' 

bad news nowadays) or where the 
nature of your opposition is too 
i ndistinct, making the proceedings 
more confusing than exciting. The two- 
player option does, however, pull the 
game up by its bootstraps. Having to 
choose whether or not you pick up the 
extra weapon or leave it for your 
partner adds an extra dimension (every 
man for himself, and all that!), while 
two heads are better than one in terms 
of getting further into the game. 
Ardent fans of the coin-op will have no 
problem getting into this one - others 
will probably only bother if they have 
a friend around. 



Jools Watsham 



thing just 
doesn't 
capture the 
'feel' or 
excitement of 
the coin-op - 
there are too 
many 
instances 
where the 
action slows 
down (very 
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REVIEW 



Very few of the classic games of the 8-bit era have been reworked 
to make use of the extra eight bits. Novagen's shoot 'em up is 
one - but is it a worthy enough effort? 



ENCOUNTER 

Novagen 




OUT 

NOW 



GRAPHICS 




SOUND 



DURABILITY 



»tAY ABILITY 



OVERALL 
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Encounter 



_i YOU'RE ALONE In a three- 
t ( dimensional arena • equipped only 
wiih .-. laser ami the ahilily io 
rotate through ihl) ... hut we're 
floing Io have Io cut the scene- 
selling short, because a yellow Oid 
has jus! appeared on (he radar and 
il you don't shoot it pretty quickly 
then you re dead! With that small 
matlcr out of the way, * quick 
glance at the top panel reveals that 
you have nine targets (o destroy, 
Iwo shields left and you're "II on 
level one (pathetic! ). The vast 
majority ol your Encounter time is 
spent in this arena, where you 
cither fight and survive or (lee and 
be crushed. Those pillars which fill 
the landscape dellvct all laser shots 
in nil yours and the enemy's), add 
a small touch of unpredictability to 
the proceedings. 




IF THERE'S ONE THING that all of the great 'cult' 
programmers have in common, it's that they don't 
release very many games. This is especially true of 
Paul Woakes. the man behind the classic 3D space 
exploration games Mercenary and Damocles (which 
was, after all, Mercenary If). 

Before either of these though, came a more 
straightforward 3D shool 'em up, Encounter, which 
was, to say the least, revolutionary for its day. That's 
not to say that it would still impress though, as its day 
was over seven years ago! 

This isn't exactly a prolific output, but Woakes fans 
(let's call them 'Woaksies') should be pleased to hear 
that things are speeding up a little. As Novagen's 
Bruce Jordan informs us: "His average is improving - 
he's up to one a year now." 

The next result of this sudden burst of activity will 
be Mercenary III - The Return Of Damocles. This time 
around, the game will not only include an even more 
impressive 3D environment than Damocles, but also 
something which has never 
appeared in any of Mercenary's 
previous incarnations - an enemy. 

KC Kim is the evil-doer in 
question, whose actions more or 
less mirror those of the player's, 
making Mercenary III a true one-on- 
one battle. As long as Mr Woakes 
doesn't revert to his old ways, we 
should bring you a full review over 
the next couple of issues. 



t ii 




OCCASIONALLY, a 'kamikaze' Oid hurtles towards you (lop) • leaving you Utile option 
but to blast it Io oblivion belore il makes contact. Deleat all ol these and a star gate' 
opens, allowing access to the ne*l level, hul only if volt survive ihc intervening meteorite 
storm... litis is all a mailer of ducking. diving, dodging and clever path-lindinu, similar in 
nature to the asteroid Held in Atari's The Empire Strikes Rack coin-op. And should you 
survive this perilous sirvtch ol sold, why not try turning on the spot to go back through a 
second time? The return trip gets faster - and consequently more dangemus ■ each lime 
you attempt il. bui every successful completion skips you forward another precious level. 




ALTHOUGH IT COULD HARDLY 
QUALIFY as a candidate for 
conversion to the CDTV or some 
I other such multimedia vehicle. 
Encounter is good clean 3D fun 
nonetheless. And while the 
general gameptay is going to 
I win no prizes tor its variety, the 
| appearance of such elements as 
i the meteorite storm and the 

progressive intelligence of the 
I enemy *Oids' is enough to keep 
the player coming back - at least for a 
while. Despite all of its claims to be a 
reworking of a classic 8-bit game for 
the '90s and such like, this is basically a 
3D shoot 'em up in the venerable 
Battlezone mould, which makes great 
use of the extra speed afforded by the 
newer machinery, but unfortunately 
very little use of the enhanced graphics 
capabilities. The use of a 'psychedelic' 
colour scheme for some of the aliens is 
about the only attempt made at 

includ n9 a A nippy shoot 
'em up which 
will appeal 
greatly to 



graphic frill - 
otherwise 
the look can 
best be 
described as 
functional. In 
fact 

functional is 
a word that 
just about 
sums the 
whole thing 
up. It's a 
good blast 

but not quite the advance that it could 
have been - especially considering the 
amount of time that's elapsed since 
the original's release. 



Brian Nesbitt 



woaksies', 
but may lack 

enough 
variety for 
everyone else 
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DISK CATALOGUE 

ONLY 75P 
REFUNDABLE ON 
FIRST ORDER 




P D VCCDCI.O (ONE) 

BRITAINS BEST VALUE AMIGA PD LIBRARY 
THE REBELS TOP 100 "THE BEST OF THE REST" 



OVER 1600 
PD TITLES ALL 
IN OUR NEW 
CATALOGUE 



GAMES 

R1 Star Trek ■ Strategic) 

R2 Star Trek - 3) 2 Drives 

R3 Star Trek (2 New version 

R4 Star Trek (2 V good 

R5 Flash Bier (bolder dash clone) 

R6 Return to Earth (Sci-R) 

R7 PakmanB7 

R8 Breakout Constructs Set 

R9 Pseudo Cop (shoot em up) 

R10 Holy Grail • (text adventure) 

Ril Golden Fleece (text adventure) 

P12 Hack The Classic D+D Game 

R13 Bionlx • (super shoot em up) 

R14 Rsh Games (5) (the best from Fred Fish) 

R15 Battle Force (strategy game) 

RIB Bull Run (civil war) 

Rt7Moria (D*Dgame) 

RIB Tennis ■ 

R19 Games Pack t. Arcade games 
R20 Games Pack 2. Arcade games 

UTILITIES 

R2t Word Wright (the PD W/Processor) 
R22 Clerk 

R23 Visicaic (spreadsheet) 
R24 R.I.M. ■ (great database) 
R25 S I D. 

R26 Rexibase (simple database) 

R28 Bankn (finance package) 

R29 Jazz Bench 

R30 Quick Base 

R21 Ultimate Virus Killer 

R32 Ultimate Utilities 1 

R33 Credit (text editor) 

R34 Icon Magic 

R35 Cli Tutorial 

R36 Virus X 

R37 Amiga Fox 

R3B Trooper Fonts (D. Paint etc) (3) 
R39 C Manual (3) 
R40 Utility Disk Set(tO) 



(2>=2 Disks etc 



*=1 Meg 
MUSIC 

R41 MED 

R42 Soundtracker Inst Set (10) 
R43 Sou ndif acker 
R44 Noiselracker 

R45 Sonix Instruments + Music (10) 

R46 Bart Simpson (3) 

R47 Amazing Tunes 2 (3) • Brilliant 

R48 D Mob 4 (brilliant) 

R49 Star Trecker 

R50 Crusaders Bacteria 

R51 Rebels Megablast 

R52 Crionks Neverwhere 

R53 Sound ol Silents 

R54 Games Music Creator 

R55 Pet Shop Boys 

R56 C Bit 90 Brilliant ' 

R57 808 State Remix 

DEMOS 

R58 Budbrain 1 (2) Over 1B's 
R59 Budbrain 2 

R60 The Run (Amazing animation) 

R61 100 C64 Tunes 

R62 Mental Hangover 

R63 Fraxion Horror (sick!) 

R64 Kyhe Demo (2) 

R65 Blues Brothers (2) 

R66 RAF Mega Demo (2) 

R67 Elvira Demo ' 

R68 Predators Mega Demo (2) 

R89 Puggs in Space * 

R70 New Tec Demo * (2) 

R71 Viz Slide Show 

R72 Walker Demo 1 • 

L73 Wafcer Demo 2 ' 

R74 Cool Enough * 

R75 Madonna Slide Show (3) 

R76 Crusaders Genesis * 

R77 Night Breed Slide Show 

R78 USA vs Iraq Demo 

R79 Total Recall Slide Show 

R80 Real Things (birds & Horses) (2) 



GOODIES 

R81 Dope Intromaker 
R82 The Probe Demo * 
R83 Fractal Flight • 
R84 Video Applications (2) 
RB5 Demolisher Utilities (2) 
R86 Clipart Set (5) 
R87 Boot Champion 
R88 Boot Writer 

R89 Education Set 1 Age 6+ (2) 

R90 Education Set 2 Age 13+ (5) 

R91 St Emulator (it wonts) 

R92 Messy Dos 

R93 Rod Devil Cruncher 

R94 Bacteria Demo 

R95 Vision Mega Demo 

R96 Red Devil Utilities 

R97 N Comm (modem software) 

R98 Power Packer 2.3B 

R99 C Compiler 

R100 XCopy 



THE BEST DEALS AROUND 

Deal 1.1-9 Disks- £1.75 each 

Deal 2, 10* Disks = £125 each 

Deal 3, 20* Disks = £ .90 each 

Deal 4, Buy 10 PD Disks and get a Iree 10 capacity box 

Deal 5, No minimum order charge 

Deal 6, No post * packaging 

Deal 7, No VAT to add 

Deal 6, Order before 3 o'clock and we despatch same day 

Deal 9, Order 3 disks and pel a free catalogue 

Deal 10, Come to the shop and gel another 25p off all 

prices. 




SEND CHEQUES P/0 TO 

PD REBELS 0380 
52B LONG ST 727419 
DEVIZES, WILTS 



NEWS 

APRIL 1992 

all the latest info 
straight from the 
horses' mouths 
including... a couple of 
new computerised 
television shows, a 

new lease 




of life for 
Graftgold's 
Fire And Ice, two new 
games from the 
designers of Elf, a 

brand new 
software 
house 
from the 
people that brought 
you MicroProse and 
Sierra, a range of mice 
that are specially 
designed for kids... 





RUSH FOR IV 
GAME SHOWS 



AND MUCH, MUCH MORE... 



AVID GAMERS, WHO'VE 
LONG BEEN IGNORED by 
the powers that be in 
television, are suddenly the 
most desirable viewers 
imaginable it would seem, 
with all of the major channels 
currently looking for a way 
into the computer games 
market. 

The biggest of the lot, of 
course, is Channel 4's 
Gamesmaster, which has topped 
the three million mark in terms 
of viewing figures, and is now 
almost certainly due for a second 
series to begin in September. 

Hewland International, the 
production company which 
produces the popular game 
show, refused to confirm that 
the second series would happen, 
but it is currently advertising for 



two new researchers, which 
would suggest that it's a good 
bet. 

Not content to sit back and let 
Channel 4 have all the glory 
though, Yorkshire Television is 
in the process of producing its 
own computer entertainment 
show. Provisionally entitled 
Overload, the show will be 
presented by Andy Crane and 
promises to be "More 
Tomorrow's World than 
Gamesmaster," according to its 
producer. 

Other TV programmes believed 
to be interested in including 
computer games coverage are 
BBC's 100 Per Cent and ITV's 
late night video review 
programme Video View, 
although no firm details are 
available for either at present. 
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REVIEW 



We've had top-down wargames, side-on arcade games and 
isometric RPGs. Now the AD&D series goes a step further - 
introducing 3D exploration. Dungeon Master beware... 



EYE OF THE 
BEHOLDER 

SSI 
PRICE 

£29.99 

OUT 



GRAPHICS 




SOUND 



DURABILITY 



PLAYABILITY 



OVERALL 




WAIT A MINUTE! 

This is Dungeon 
Master, isn't it? The 
view may look 
(jiiiiliji Inn tlic pint's 
all different. Yotit 
parly nl lour is 
indicated on the liuhi 
of the screen, alone 
with what they are 
currently carrying in 
(heir hands. These 
are usually active 
weapons, spell hook* 
..r the like. 






SOMETHING'S ROTTEN IN WATERDEEP, well under Waterdeep actually. The lords of the area have recently 
discovered a presence of evil somewhere within the city and dispatched Khelben the Adventurer to 
investigate. Having searched nearly everywhere though, he learned only a name - Xanathar. 
The one place Khelben didn't look was under the city, and what with him still conducting his investigations 
away from home, guess who's been given the task of Sanitary Engineer? 

It's not all muck and filth though. You have been given permission to keep any treasures you find down there 
and there's always the chance you'll get into a good scrap - amongst the scrap so to speak - so things are 
looking up. And of course, there's the reward waiting at the end of it all... 




/ nan 




B 



i r>n ind L*t(rr at 



KOIOLDS ARE 
very strong, hut 
guy* arc definite 
sec Gremlins? 



NASTY U 1*1 I E <:KI ITERS. They miuhl not be 
they (end in travel in packs and a lot of little bad 
k more trouble than one hie one. Didn't you ever 



YOUR CHARACTERS ARE CERTAINLY 
WELL EQUIPPED (or the adventure 
ahead • as their inventory shows. The lonn 
list on the lelt is the contents ol the 
backpack, while the others indicate various 
parts ol the body. As each object has a 
certain weight, your character's strength 
score determines how much he or she can 
carry. 



YOU ARE NOW DEEPER IN THE 
DUNGEON,,, and the monsters arc getting 
tougher. These happy fellows are members 
ol the undead and can take quite a 
heating: clerics have the advantage here 
because of their Godly ways, it seems the 
spirit* take measured steps around them. 
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ONCE THROUGH 
LEVfiL 1 you 
discover ihai 
there* mure In f hi* 

icwei than need 
the eye There's an 
nld Dwarven mine 
v L ... the Lily 
which Xanalhar 1* 
making lull u*c of. 




THROUGHOUT 
IHE CAME, thon 
mi ■ appear nn 

< In- walk giving 
da ci io variou* 
I"—*— However, 
nut all of ilmn are 
written in Common 
I the language of 
your characters), m> 
IOOM need to be 
translated *n ■ I 



STICKS AND 
STONES aren't 
your only weapon* 
in the dunucont of 
Waterdeep - words 
can hurt tuu. SpelK 
arc a formidable 
pari of anyone's 

■fOHWO al "' »* ,n '*'' 
pretty devastating. 
To *larl with your 
knowledge of the 
arcane ait* is fairly 
limiied. bui H lime 
goes on, your spell 
lunik hrenme* 
(alter and latter. 



ONE OP THE 
DEADLIEST FOES 
that you're likely 
to encounter lapart 
from Xanalhar 
himself) is the 
giant spider. 
Poisonous hile* 
and sticky webs 
form the creature's 
main weapon* and 
it take* a special 
kind of advcnturci 
io get out of them. 



COMPARISONS TO THE AGEING 
CLASSIC - Dungeon Master -are 
inevitable. When two games look 
this similar, even their programmers 
: would have trouble telling them 
apart. The question that has to be 
asked, then, is if you own one do 
you really need to buy the other? 
And with Dungeon Master (and its 
successor Chaos Strikes Back) having 
been around for what seems tike 
eons, has SSI waited too long to 
release Eye Of The Beholder! Well, it has its 
good points and bad points. In its favour is 
the fact that, as with all the other AD&D 
products, there are bound to be plenty of 
sequels using the same characters in each 
game. Also the essence of the table-top 
version of AD&D has been captured nicely 
(in contrast to previous AD&D titles, there's 
more emphasis on puzzle-solving than 
combat - a refreshing change). Combat is 
also handled extremely well, the spells and 
'ranged weapons' rules are all faithful to 
the original game and the graphics are, 
quite simply, 
superb. The 
gameplay 
works 

wonderfully, 
conjuring up 
both the spirit 
and the 
atmosphere 
that you get 
from any 
good 
dungeon 
romp in the 
table-top 
game. The 

trouble is, both Dungeon Master and Chaos 
Strikes Back worked equally weti - and 
although they didn't have the background 
of the most popular RPG in the world to 
work with, they still offered just as much 
atmosphere and challenge. Eye Of The 
Beholder is an essential purchase for 
followers of the AD&D series, but also for 
people who missed FTL's games first time 
round and those of you that finished them 
and want some more. 



Paul Presley 



If you haven't 
already haci 
enough of 
first-person 
exploration 
genre, then 
Eye Of The 
Beholders 

just too good 
to miss 
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PREMIER MAIL ORDER 

I ilk'S marked arc ma vci autilahlc ami will he seal r»i HflV 0[.t%'i#itstf* 

Please send vtuHfMiPOtAi'tess/Visti No. and exjnrv daw m: 

Dept TH AM/05, Trvbridge Ltd.. 8 Buckwins Sq., Burnt Mills, Basildon. Essex. SS13 IBJ. 

Pleusv slate make and model of computer when ordering. IVfcP inc. UK on orders over tS.OO. Less than £5.0(1 and Europe 
add £1.00 per item, fclseuliere please add £2.0(1 per ilem lor Airmail. These offers are available Mail order only. 
Telephone orders: Mon-Fri 9am-7pm. Saturday I0am-4pni. Fax orders: 0268 5*>0076. Tel orders: 0268-590766 



1 '2 Meg Upgrade 2999 

1^2 Meg Upgrade wilhcloe* — ™_..32 99 

3DCOnstn>cJionKfr ,„_..26.99 

4D Driving" 16.99 

ADS _ 16.99 

A Incan Haiders ... 6.99 

APB ,„„ 6.99 

AracbnaphoOia* 1699 

Assault on Alcalraz* 16.90 

Alomlno* . — 16.99 

688 Attack Sub , 16.99 

AMOS - 29.99 

Arttanoid2 5.99 

Armour - God don - -.16 99 

Awesome „„„„„ - 24.99 

B.A.T 19.99 

Batman the Gaped Crusader 5.99 

Ba^k to (be Future** .-. — 16.99 

Back to the Future3 -.16.99 

Bards Tale2 5.99 

Bards Tale 3 .. - 16 99 

Battle Command „ , 16.99 

Battle or Brrtaln ,_. 1999 

Battle Chess2' 16.99 

Betrayal 19 99 

BeastDusters* 1 6 99 

BlllylheKW 1699 

Big Game Fishing* - — 16.99 

BirdsolPray* 2699 

Blue Mai 19 99 

BRAT* 16 99 

4DBoxng* „ _ 16.99 

Budokan 799 

Buck Rogers ( 1 Meg) 1 999 

CafitOrnia Games _™~— — _ 6 99 

CamerCommand 7.99 

Casttes* 1999 

Cavadar _ i 6 .99 

Cadaver Data Disc* ..—.^...999 

Captive _ 16.99 

Centurion 19 99 

Chaos Stnkaa Back 1 6.99 

CrtaseM02 16.99 

Champjonsol Krynn i 1 Meg) 2 1 .99 

Cnuck Yeaget 1 6.99 

Chuck Rock , , .fim- 1 6.99 

CJ'S Elephant Anttcs 5.99 

Codename Iceman (1 Meg) 26 99 

Cokinets Bequest (l Meg) „_..2699 

Conhnemal Cmaa „_. —.-.-.-.5.99 

CommandoWar* 16.99 

Corporation 16.99 

Corporation Data Dae 9.99 

Creatures* 1 699 

Cricket Captain 16.99 

Crime Wave* - 16.99 

Cruise tor a Corpse* „ 16.99 

Curseol Azuro Bonds ( 1 Meg) 1999 

Cybercon3*..._ 16.99 

Daley Trwmoson Challenge 590, 

Das Boot 1 999 

rwtfiwwintnUhwrmwtt , 7 HQ 

Disney Animation 7999 

Double Dragon 5.99 

Drogons Breaih — , „„ .. „ .,.„„. 1 2 99 

Dragons Lalr2..— . 26 99 

Dragon Wars - - 16.99 

Dragons LairO Meg) 2699 

Dragons Lair Time Warp 26 99 

Duck Tales — — 16 99 

Dungeon Master 16.99 

Dusler* 1699 

Dynamite Debugger* ...16 99 

E-SwSJ 16 99 

Epc* _ 19.99 

ELF" 1 6.99 

Emlyn Hughes 1399 

Escape IromCokJia 19 99 

EyeoftheBehokJer(t Meg)' 1999 

ExcallbuT — „_„ — „ TO ^_,_,_, — ...16 99 

F-l6SmkeEagk>2* -.22.99 

F- 16 Combat Pilot 1699 

F1 9 Slealth Fighter _ 19.99 

F29RetahalOf — ™_- 16.99 

Falcon , 14.99 

Falcon Mosion Dak 1099 

Falcon Mission Disk 2 _ 1 0.99 

Fantasy World Dwzy — — . 5.99 

Fireball* 16.99 

First Samurai' 16.99 

Fightolthe Intruder' 19.99 



Flood 7.99 

Football Man World Cup. 9.99 

Football Piteclot 2 - 13.99 

Ford98Rairy- „ 16.99 

Forgotten Worlds 6.99 

Fun School 3 5-7 1 6.99 

Fun School 3 over 7._„ .. 1 699 

FunSchool3under5 16.99 

Fun School 2 (6-8) 13 .99 

FunSchool2(over8) — —13.99 

Fun School 2 (under 6) 13.99 

FulureWars .- 16.99 

Ga*xa2 1699 

Gods 1699 

GoWon rMst.'m titf-r- — n,--m nn-t 1 6 99 

Gunship ~ 14.99 

Gunboat* 16.99 

Gauntlet 2 , 699 

G 1 1 n ii ii ■ :r 1 6 99 

HardDrlyin 9.99 

HardDrry»n2 ( ,-„. ( ..,_„.-_ m .. 1 6 99 

Harpoon|lMeg) 1999 

Merosquest* 1999 

Hitchikers Guide 7.99 

Hotywood Collection .19.99 

Honor Zombies* „.„— 16.99 

Hunter* 16.99 

Hydra' 16.99 

IK- * 699 

Indianapoks 500 - 1 6.99 

ini Soccer Challenge 1699 

HcamefrorntheDeseflData 9.99 

ncametromtheOeseri - 14.99 

JackNicklausEitracourses ........ 9.99 

JackNcklausGolf 1699 

Jack NKklausunlimited GoH(i Meg) 1 9.99 

Judge Dredd 1 3 .99 

Jungle Book ——.6.99 

KckOnZ 12.99 

K<k Ott2(1 Meg) 14.99 

Killing Cloud.™—™ — — 16.99 

Kings Quest 4 ( 1 Mog) . —.—26.99 

K02Flnal Whistle - 8.99 

K02Giant50lEurope* 7.99 

KO 2 Returnol Europe" 7.99 

K02W«nlng Tactics" 5.99 

K02Super League* 9.99 

Knights ol the Sky" 1 9.99 

Last N : r- ;q 2 5.99 

LastNinja3" 1699 

LeatherGoddess 7.99 

Legend" 6.99 

Lemmings - — . 1 6.99 

Leisure Suil Larry 2 2699 

Leisure Suit Larry 3 _ 26 .99 

Licence to Ml ^,™,„ — ,. „ . „ ., — „„..... 699 

Ute and Death* , , 1999 

LlneolFtfe 1699 

Loom — 19.99 

LordsOl Chap*" - 15.99 

Lord olthe Rings" , 16 99 

LoslPatrol 16.99 

Magnetic Scrolls Collection' 1 9.99 

Magnum 4^.... ,. — „ 1 9 99 

Mercs* 16.99 

Mega Traveller 1 19 99 

Mega Lo Mania' -.16.99 

Miam. Chase „™_.699 

Mig29 —.22.99 

Masterbtasier" 1699 

Monty Python _ 1 3.99 

M I Tank Platoon 1999 

MidWinter _- 19.99 

MidWmterr 1999 

Midnight Resistance 1 6.99 

M LID S _ „ 16 99 

Murder _-—.__ __.18.99 

MARC 16.99 

NAM' _ 19.99 

Navy Seals* — — _... 1 6 99 

NghtbreedRPG , — i —.16 99 

Nkghtsnlft 16.99 

Operation Stealth 1999 

OperatHKiWoH , - 5.99 

CWRoadRacer 16.99 

PGA Tour Golf 16.99 

Pang 16.99 

P*alei 15.99 

Player Manager 12.99 

Plaunum.,.. - 16.99 

Platoon 5.99 



t.UII \MU.v 



Plotting 1 6 99 

Power UP* 19 99 

Projectyk* 7.99 

Police Ouesl 2 1 1 Mog 1 26.99 

Poolol Radiance 1 9.99 

Populous __—._—__ 1 6.99 

Populous Prorrused Land 7.99 

Powerpack .__ _ __ 14.99 

Powermonger 1 9.99 

Povrermonger Data Disc 1 * 9.99 

Predator 2* 16.99 

Pro Tennis Tour2 -..-.,.1699 

Puulnc -__ 16 99 

GUBttro Adventure 9 .99 

Cnjattro Sports ...—_— 9. 99 

RType _ 5.99 

Rambo3 5.99 

Ra nbott itMida 16 96 

Railroad Tycoon ______ . 22 99 

Red Storm Rising 15.99 

Reach tor the Sky _________ — m — 16 99 

Robozone* , 1699 

Rocket Ranfler . 7,99 

Rol.itor*.._ 1 6 99 

R<k Dangerous 2 1699 

Rick Dangerous ,_— 7.99 

Rise Of The Dragon* 26.99 

Rocky Horror Show" 16 99 

P«oocop2 — 16.99 

Seaich forthe King* 1 6 99 

Secrets o* the LuftwaHe' 1B99 

Secreiol Monkey Island" 19 99 

Shadow Warriors 1699 

Shadow of the Bout 1 6 99 

Shadowol the Boasl 2 __,____. 26 99 

Shadow Sorceror" —.19.99 

Shadow Dancer' , 16.99 

Skull and Crossbones 16.99 

Silkworm 5.99 

SimCrty* Populous 19.99 

SimEarth" — .-___-.-,_„___„„. 1 9.99 

Silent Service 9.99 

Ski or Die — .- — 1 6.99 

Sly Spy 16 99 

Speed Dal . ,..™™™™™.- 7.99 

Space Ace ..— _ — — ,-.2699 

SpaceOuestS 26.99 

Speedball2 , , 16.99 

Stratego" 16.99 

Strider2 16.99 

StarFlight 7.99 

Star Flight Hint Bk „ , 5.99 

Steven Hendry' 16.99 

Supremacy .-,... — ,„.„....-_..,._„„.. 19.99 

Super Hang On 5-99 

Super Monaco GP._ 16 99 

Shuttle* _ - —1999 

Switchblade 6.99 

Switchblade 2* — - —.16 99 

SviW — _ 16.99 

Team Suzuki 16 99 

Team Yankee 19.99 

Teenage MutantTurtles 1699 

TestDrlve2 1699 

Test Dnve3*._, ,_, — ________,1699 

T l0nve2CallfomiaChall 999 

Tost Drive 2 Muscle Cars 9 99 

ThelmmodaMIMogJ ——_■_. 1699 

Thunderhawk' 19.99 

T(>Or _, 14 99 

Track Suit Manager 2' 16.99 

Treasure Trap _ 6 99 

Tournament Golf 1 6.99 

Toki' 1699 

Toyota Colica 16.99 

Toial Recall 1699 

Turbo Challenge .- .16.99 

TurboChallenge2* 16.99 

Tootan „_ 6.99 

Turhcan .„.—_ — 7 .99 

Tumcan2 16.99 

TV Sports Baseball* 19 99 

TV Sports Basketball 14.99 

TV Sports Football 12.99 

UMS 2 1 1 Meg) _.™.__— 1 9.99 

Va - — 16.99 

Walker' _ _ 16.99 

Wanoids . . 1 9 99 

WoHPacfc ( t Meg)_~ 1 9.99 

Wonderland (1 Meg) 19.99 

Wrath of the Domon - - 1 9.99 

Wings 1 9.99 

Wtfball 5.99 

Wukkr 13.99 

Xonon2Moqablast 16 99 



JOYSTICKS 



Cheetah 1 25+ ._. _.......„ 

Quickjoy2turbo _ 


...£6.99 
....£8.99 


Comp pro extra 


..£14.99 






Quickjoy mega board 


..£19.99 


Ouickjoyjetfighter 


£10.99 


Cheetah slarprobe 


,.£10.99 



BLACK DISKS 



Top Quitlitv Unbnindcd Disks 

ItxSJ'DSDD 5.99 

20x3.5"!>Sm> 10.99 

50x3.5" DSDD 23.99 

109H3.5-DSDD 44.99 



Branded Disks 

3.5" DSDD m tMuu'Emk 

5.25" DSDD 0.75....F_ch 



MIDWINTER 
2 

ONLY £19.99 



K.A. SPKCIAI. Ol I KRS 



ONLY £7.99 EACH 

POWERDROME 
BARDSTALE 2 
ZANY GOLF 
KEEF THE THIEF 
If^TTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 



SPECIAL OFFER 



Turrican 
Now Only £7.99 



SPECIAL OFFER 



Hammerfist 
Now Only £7.99 



SPECIAL OFFER 



Steve Davis 
Snooker 
Now Onlv £7.99 




Whether you're stuck in a hole, trapped underground or caught in 
a block, P.P. Hammer has got a tool that can fix anything. 



P.P. HAMMER 

AND HIS PNEUMATIC V7iL\Pt^J 



IT'S A FUNNY OLD WORLD. One 
minute you're driving rivets 
into bolt-holes and turning 
flange wheels to match the drill 
bits, and the next you're stuck in 
the middle of a Roman temple, 
looking for treasure. 

Good old P.P. Hammer, 
everyone's favourite construction 
worker/adventurer, has 

undertaken a quest to 
dfc. find all the treasure 
^ contained within 70 
■» levels filled with pits, 
platforms and pesky 
little creatures. 

Not until all the 
treasure in one 
location has been 
found, will the door 
leading to the next open... 
and even then the overworked 
navvy still has to search to find it. 



_ M 





FIWD THE" SrCfcTT 
PASSAGE TO THF 
BSUttE TOMB ! f 



P.P.'S QUEST FOR TREASURE take* him ac.o« many 

Rome... 



location*, rfOm 




, ... . ,. . , — .— — , ,. ,„.,, - , — 

P.P. HAMMER 
AND HIS 
PNEUMATIC 
WEAPON 

Demonware 
PRICE 



OUT 




DURABILITY f 




to Mediaeval land... 



...to Egypt... 




to Iceland. 



e^OlaiKl:' P.P. OCCASIONALLY UNCOVERS * 
tnytlerioo* blue «cm. Totuhinji it lc.nl- lo a bonus ttagc in which 
our ban ha* a *hort amount of Kmc lo collect at many iicmi at 
po*i ible before finding (he l.i.-nm, heart and hit e*lt. 
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THERE ARE VARIOUS ITEMS io eoOeci i h m n to m ihe \anmtf, »>"*' Hcftd ol 
which arc ihc potion*. Drinking one of ihc coloured cocLlaik bctiowt P.P. wllh a certain 
limited power: including invisibility, a super jump and 10 on. 




A 




ALTHOUGH THE TITLE conjures up 
of either violence and gore 
on a massive scale or innuendoes 
that even Frankie Howerd would shy 
away from, P.P. Hammer And His 
Pneumatic Weapon is no more 
offensive than a Cliff Richard concert 
in Westminster Cathedral- What it is, 
is a highly enjoyable and challenging 
platform game that owes more than 
its fair share to numerous 'classics', 
including Rick Dangerous and 
Impossamole. One problem that 
Demon ware seems to have with P.P. is 
deciding what it wants its main character to 
be: while on the packaging and intro 
screens he's a 'cutesy' bespectacled young 
lad, once you're into the game he turns into 
a real construction worker-type, puffing on 
a fag if you leave him for a while and 
throwing insults if you fail the bonus round. 
The other problem that's stopping P.P. 
reaching the hallowed heights that only 
Rick has managed to scale before, is that it 
gets a little too confusing. The inclusion of 
invisible platforms and having treasure 
hidden behind blocks serves, on the later 
levels, to 
frustrate 
rather than 
challenge and 
the whole 
thing tends to 
border on the 
'been there 
done that' 
syndrome. 
There is a lot 

to do and there are plenty of nice touches 
(the helpful scrolls, the bonus rounds and 
the little 'Roger Miila' samba that P.P. does 
when he completes a level, to name but 
three) and the actual idea of having to dig 
your own route, as it were, is a novel one. 
It's a shame that there Isn't any real way to 
attack your opponents (let's face it, a 
pneumatic hammer makes for a great 
Weapon) and a few more settings would 
have been nice, but as it stands P.P. 
Hammer And His Pneumatic Weapon is a 
nice journey back into the platform genre. 



An enjoyable 

platform 
romp in the 



Dangerous 
mould 



WHEREVER P.P. GOES - HIS PNEUMATIC HAMMER GOES TOO. The Mere! to 
completion each Icvd ii lo drill away a< particular blocks • choose ihc correct onct and il 
tan lead Io ulher area*, reveal treasure* or trap cnemicv 
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rst be the most advanced off-road bike 
lere is! It's automatic, so ifs easy to ride, and its 
ightweight design and futuristic styling make it 
tand out from the crowd! The Cub would cost 
you CI 800 to buy, but we're giving one away!! 




cd a Honda 




Kawasaki 



MT SOS 




JS440 




The MT50S Honda is the best bike for any 1 6 year 
old who wants to hit the road in style!! It has an air- 
cooled 49cc 2-stroke engine and a Motocross style 
frame, seat and tank! To buy it you'd have to pay 
£1300, but 1 phone call and it could be yours! 




The Kawasaki JS440 is one of the best Jetskis 
you can buy at a cool £2500, but you could 
win one!! Jetskiing is going to be the trendy 
sport of this Summer, and you could be there 
first with our brilliant competition!! 




Wiju 




mm mwb&b 





Pinball Machine! 



This 

Yup, people all over the country have been tlipping 
over this machine, the biggest pinball craze in years! 
And if you fancy pocketing this £2500 prize, then just 
get on the ball and call the number shown below!! 





Calls cost 34p (cheap rate) and 45p (at all other times) per min incl VAT. For list ot winners send SAE torPepperoni, PO Box 2065, 
London, W12 9JH Please ask your parents permission before you call. Average length of the call is 6 minutes. 



REVIEW 



SHADOW 
DANCER 

us Gold 

PRICE 
OUT 



Any new beat 'em up needs something special to set it apart from 
the crowd. US Gold's latest Sega conversion is the follow-up to the 
infamous Shinobi, but is this enough to give it the edge? 



GRAPHICS 



'■ ■ ■ -: : ■ . ■ :-:- : ■; ■ ■ ■: . : . 

k SOUND 




OVERALL 





j 



OE MUSHASHI. MARTIAL 
ARTIST, is about to take on the 
fight of his life. His best chum, 
Kato. has been viciously murdered 
by a gang of street fighters - 
understandably - as he 
inadvertently discovered the 
gang's secret plans to take over 
the world! 

Now, as Joe. with your trusty 
mutt in tow, you set out to avenge 
your friend, defuse a number of 
bombs, save the space shuttle {no, I 
don't where that bit fits in eitherl), 
kill all of the bad guys and get out 
alive. By the way, the dog's no 
passenger, as he's quite a dab 
hand (or paw) at the old martial 
arts himself. 

And in case you think that's all to 
easy, here's the killer - you've only 
got three minutes to complete 
each stage. Have fun,.. 

THE HIRST BASIC OBSTACLE (o your 
smooth process is the appearance of 
more Irian loo many bad guy*, all armed 
In (he teeth with a variety ol weapons: 
knives, swords, guns - and even deadly 
frlshccs! Despite all of this hardware 
(hough, a spot of target practice with your 
unlimited supply u( shurikens is usually 
enough to clear a path... 




SHOULD ONE OF 
IHJ- hNKMlES 
prose a little 
tougher than 
normal, it could be 
lime to tall in 
'man'* bctt friend'. 
Pulling down on 
the r nyslick and 
pressing Fire sends 
(he pooch oft to 
wrestle with the 
bad guy. leaving 
you lime to pop up 
and finish him off 
with a shuriken. 
However, il you 
lake too long abuu( 
(hit, (he bad guy 
overpower* your 
faithful pel ami he'» 
forced lo rclurn • a 
shadow of his 
former self (intel), 
leaving you 
temporarily without 
canine back-up. 
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THE BONUS ROUNDS provide a 
welcome break from Ihc frantic platform 
umpimj. In Ituc Shlnobi style, cascades of 
suicidal Ninja's willingly (Bag themselves 
from tin- building al an ailempl to... hurl 
you! Fall lo kill (hem all and you dun I gel 
ihe hom» - succeed, and you're rewarded 
with an extra life. 

POWER UPS appear at very Infrequent 
Intervals, so grab them when you can 
powcred-up ihurikcns have a nice fiery 
tail to dislinguiiih them from the Hlandard 
model). A souped- up weapon is a good 
asset in your fight against the end-of-lcvel 
guardians, at they do double the damage. 



IF FIRST IMPRESSIONS were anything 
to go by, then Shadow Dancer would 
score very highly indeed - especially 
as the large sprites are initially 
reminiscent of the Sega coin-op. 
Unfortunately first impressions don't 
rate very highly and the early 
promise soon fades a little- There are 
good points: the use of the dog adds 
a novel strategic twist to the 
proceedings and the background 
graphics are noteworthy (especially 
on the later levels, with the appearance of 
waterfalls and suchlike), but unfortunately 
the sprites tend to disappear into them, 
thus making the action a touch confusing. 
Most importantly of all for a beat 'em up. 
the control method is very straightforward, 
enabling you to get straight into the action. 
But there's one problem that wilt quickly 
irritate almost anyone who tries their 

hand.., lus « say A OrettV 

you're up r 
against the last f aitHf U! COf H«Op 

conversion - 
and a fair slice 
of action 



IF A SITUATION SHOULD PROVE TOO TRICKY for you to handle (even with the 
help of your dog), then it's probably time to call up a little Ninja Magic lo clear the 
screen. Limited lo one shot per life, this magic doesn't only act as a smart bomb - It also 
add* a little graphic spice to the occasion by producing a different effect on each level. 



bad guy, you see 
the exit sign* 
you've slogged 
your guts out to 
get this far, 

you're excited, all your mates have been 
with you all the way - then, you get 
Stabbed, . and it's all the way back to the 
beginning of the level. This could be worse, 
as each level is split into four stages and 
you're only banished to the beginning of 
the current one, but it's annoying 
nonetheless. It's deep, colourful and an 
adequate conversion, but the fault Just 
mentioned above may deter some. 



Jools Watsham 
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A quick straw poll around the office couldn't produce a single 
person who'd ever heard of the original R.B.I. Still, its sequel 
won't be judged on past performances... 



R.B.I. 
BASEBALL 2 

Domark 
PRICE 

£29.99 

OUT 

LATE JUNE 

GRAPHICS 





O 



PLAYABILITY 



VrVm 



OVERALL 



91°/c 



FFICIALLY ENDORSED BY' is the surest way 
of getting a sports game to sell. R.B.I. 
Baseball 2 is sponsored by the Major 
League Baseball Players - and while most of us will go 
round thinking that Charlie Sheen and Corbin 
Berensen have finally put their names to a computer 
game based on the hit film, only Americans and die- 
hard fans of the sport will know about the real-life 
MLBP. 

Still, film licence or not. The Kremlin's simulation of 
the most popular sport in the U.S. of A. {yes, even 
more popular than American Football) attempts to 
recreate all of the action that takes place over the nine 
Innings, while still keeping the overall sense of fun 
that's sadly missing from other companies' attempts. 

Choosing from any of the 26 Major League teams 
across America (each with its own list of the real team 
players and statistics) your aim, as with most sport 
sims. Is to end the season at the top of the league. 



; > 





THERE ARE TWO 
MAIN PLAY 
SCREENS, wlih At 
firol being viewed 
from behind the 
ballet .il'.h.iii.li thi. 
offer* no 
disadvantage 'o 
either player). The 
pitcher hat full 
control over the 
spin, speed and 
direction of bit ball, 
even alter it ha* 
been thrown (a sort 
of 'altertouih'), 
while the batting 

player ha* control over both the batter and the runner*, either shown behind the pitcher 
or in (he appropriately portioned inset window. 



THE MOMENT a 
ball has been 
\trtitk, the view 
chance* to follow 
its travel*. To 
compensate for the 
batsman not being 
able lo see all of his 
players at this 
stage, a diamnnd- 
shaped 
representation 
shows whereabouts 
they are. The 
pitcher ha* full 
control over his 
fielder*, who can 
tump, dive and 
accurately throw to 
any of the bate*. 
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A GUIDE TO THE 'INS' AND 'OUTS' OF BASEBALL 

EACH TEAM HAS NINE MEN. A coin is tossed end the winners decide whether to be in or out The 
team that is out goes out onto the field and the team that is in goes into the pen - e-c.pt lor 
the first batter, who goes out onto the field to be in. The team that is out starts with nine men 
the team that Is in starts with one, 

The aim for the team that is out. is to gel the team that is in. out. The aim of the team that Is 
in. is to get as many runs as possible until they are got out. by the team that is out. 

To get a run, the team that is in must have a player run around four bases before arriving 
home. Once he is home he is out until either the rest of the team that Is in has gone out to the 
field end been out or stayed In and got home. The team that is out gets to go in. once It's got 
three members of the team that's in. out. 

Then the team that is In goes out and the team that Is out goes in. 

Once a player on the team that is in goes out he has to hit the ball far enough to run to First 
Base before the team that Is out throws the ball to him- If he makes it he's in. if not he's out If 
he's still In. another m.mber of the team that is in goes out and attempts the same thing, trying 
to stay m while he's out. until he can run around all four bases and get in. This gives the team 
that is in one point. 

The team that Is out can get a member of the team that is in out by throwing three strikes, 
catching the ball once it has been hit or running the man out. Once three members of the team 
that is in are out. they are out and the team that is out get to go In. 

This is then repeated for nine Innings. See - it's simple! 





MAKE A 
PARTICULARLY 
IMPRESSIVE 
SHOT (or one 
ihat\ more ai hum? 
ai *b«| other end at 
the spectrum) and 
you're Mealed In a 
short replay 
animation on die 
scoreboard, "litis 

ako ■>■ in- the 

cm interesting task 
of kecpinu (ratk of 
the '(ore*, 'strike*', 
hall*' and lime. 





A PATE WORSE 
THAN DEATH 
awaits ihc team 
thai hits a losInK 
* 1 teak. Trie 
coach arrives lo 
vent hit fuiv tin 
•he players. 
Thanklully (for 
i. ■-.-mi- of itood 
fatte) wc only 
see ihc door 
being smashed to 
pieces. 



JUST LOOKING AT R.B.I. BASEBALL 2, 
you'd think that the Kremlin's design 
brief was to include as many small 
touches as possible, then design a 
game around them. Every man on the 
field seems to have his own small 
'life'. As they wait for the action to 
start, some look around at the 
crowds, some stamp their feet some 
spit on the floor and so on. When a 
player tries to steal a base, dust piles 
up around him as he slides and if he 
fails to make it the umpire throws his arms 
apart screaming 'OUT!'. The cheerleaders 
get frantic as their team is winning, the 
crowd roars when a home run is hit, the list 
is almost endless. Another of the really nice 
features is the animated scoreboard: the 
quality of the cartoons is superb on the 
instant replays and the digital read-outs are 
just as realistic as the real things. Into every 
life a little 

Could well 
be described 
as the Kick 
Off of 
baseball 
games 

strike most sports games - initial difficulty. It 
takes quite a while before you're able to 
really judge the correct time to swing the 
bat (even on the Little League setting) - 
until then it's a case of pot luck (except that 
when you do hit a ball, obviously you meant 
to. Yeah, right, of course you did). In a 
nutshell, R.B.I. 2 is one of the finest baseball 
games yet released (in fact, one of the 
better sports sims of any type). One might 
even say it knocks the opponents for six... 
sorry, wrong country. 



Brian Nesbitt 



rain must fall, 
and in every 
game a little 
fault must be 
found. R.B.I. 
Baseball 2 
suffers from a 
disease that 
seems to 
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NEWS 




CAME FROM 
DESERT? 



SOFTWARE LABELS COME 
AND GO, so the arrival of a 
newcomer is usually little to 
get steamed up about. 
However, when the man in 
charge of one of these 
newcomers has previously 
been the force behind 
such successes as the 
Midwinter series and 
the more recent 
Sierra hits, then a 
little more attention 
is required. 

Peter Jones is the man 
in question and Mirage 
is the name of the 
publishing firm which 
he's just set up. And 
although the firm may 
be a relative infant, 
Jones is confident that 
it's going to grow up a 
winner: "We aim to be 
the biggest European- 
owned software house 
within three years," he 
claims. 

The firm is already 
making waves in the PC 
leisure world with its 
eerie Sierra -style 
adventure Darkseed, 
but this, it would seem, 
is only a taste of things to come, 
as the following line-up 
demonstrates. 

Developed by Imagitec and 
scheduled for a May release, 
Humans is, in Jones' words: 
''Like Lemmings, only 10 times 
better." Like Psygnosis' mould- 
breaking platform roller-coaster, 
Humans sees you attempt to 
guide a number of characters (in 
this case cavemen) from one end 
of a level to another. 

However, there's a little more 
to it than that, as the ignorant 
Neanderthals need to evolve and 
learn as they go in order to 
negotiate some of the later levels: 



for example, the ability to chuck 
j a spear may become essential as 
: the game progresses. 

Moving just about as far from a 

Lemmings-style platform game as 
j possible, Mirage's next offering 

will be Ashes Of Empire, a 




THE MIRAGE TEAM. From left to right (seated): Andy Whittakcr, 
Andy Clarke, Andy Noble, Beverley Wood, Julia Coombs, Simon W 
Standing: Jim Murdoch, Peter Jones, Andy Wood. 

j "...massive 3D effort which is an 

adventure game first and a 
j strategy game second." 

Programmed by Mirage's in- 
house team, Ashes Of Empire's 
j plot closely follows the break-up 
: of the former Soviet Union. Set in 
I a conglomeration of countries 
• which consists of five republics 
! (each of which has eight districts) 
j and two separate, but allied, 
! states, the game allows you to 
: interact with more than 28.000 
characters in order to avert the 
imminent civil war. 
Of this population, more than 
; 600 are individually crafted and 
i programmed using a new 3D 



technique, and sport the "...most 
realistic features yet seen on any 
computer character." 

Jones is equally excited by the 
game's depth as he is by the 
technological advances it 
contains: "What sets Ashes Of 
^^Empire apart from other 
Bstrategy games," he says, 
that in everyone else's 
^Bthe conflict is really clear 
leut, whereas in this case 
■there are, in effect, 42 
■states - each one fighting 
lagainst all of the rest. It's a 
(political nightmare." 
n Those of you itching for a 
fight of this kind will only 
have to wait until early 
June for this particular war 
to breakout. 

The final title in Mirage's 
initial line-up is Ragnarok 
- another strategy game, 
but this time with a very 
different style. 

Based on an old Viking 
board game called The 
King's Table, Ragnarok is 
essentially a battle for 
supremacy between four 
gods and features "...quite a 
sophisticated set of rules 
and move sequences." 
Once again developed by 
Imagitec and due for release at 
the end of June, Ragnarok is: 
"LikeBrt///e Chess only 10 times 
better. It's got all of the 
sophistication of chess while 
being a faster and more 
stimulating game." 

Commenting on the diversity 
of Mirage's games, Jones says: 
"We want to run through the 
whole spectrum of games, even 
now we're talking to RPG and 
adventure creators. Actually, 
what we'd really like to be is like 
Sierra and MicroProse put 
together... only 10 times better." 



roe. 
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FREE PD? 
RING FOR FREE INFO PACK! 
W HAT HAVE YOU GOT TO EOSE! 



FREEPHONE 


0800 252 623 


El 


Or (051-924 0200) 




(24 HOURS) 



Or Post Free To: 
UNBEATABLE PRICES, 
FREEPOST, LIVERPOOL, L23 OXH 





imagination 



1 



Freeposl DC 574, Doncaslcr, South Yorkshire, DN5 8BR 

Send for our catalogue for all your role-playing. 
Games and computer software for the Atari ST, 
Amiga, C64, PC, Spectrum, Amstrad, 
Segamaster & Mega drive, PC Engine, Super 

Famicom, Game Boy, Game Gear and 
Nintendo and Console games imd miniatures. 

Send £1.00 for your catalogue which is redeemable on your first purcha.se 




0302 786135 (24 hour ans) 




£1 Public Domain 

- 800+ Public domain library to choose from + utilities s/w 

- Original Public domain from the publisher of Super League 
Soccer 

- Blank Disks perfect for PD from 33p and 
PRE-F OR MATTED from 55p 

- Music disks (trackers and samples) 

- Amiga amplification units for £14.95 (5 watts of stereo 
sound) 

- Send £1 for catalogue disk 

- Send cheques/PO to Hyperactive Developments, Cortney 
House. 12 Dudley Street, Suite 1, Luton, Beds. LU2 ONT 

CALL 0582 420333 S 



AN LIVINGSTONE'S 



WARofWIZARDS 



A CAME 
OF 
SPELL 
COMBAT 




GREAT 
PRIZES 



0898 10 10 66 



Ciiu in mart tiotniin tni" mm imingni mm m ihouU u md* w<m m hMi oi t»t BtaN« 
CjIU e«l Ha ftt nii» efttig »M «S| »r mln ill Wnr m«t CamnuitrQiii LU-. Gui'ilca It^m HU' »:u 




IF AN 

^ .DVERT IS WROtVG, 
HO PUTS IT RIGHT? 

Wfc do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code ol Advertising 
Practice. 

So if you question an advertiser, they have to 
answer to us. 

'lb find out more about the ASA, please write to 
Advertising Standards Am hority. Dept. X. Brook House, 
Tbrrington Place. London WC1E 7HN. 




ASA 



This Npare Is do ruled In In? Inlt-rt-Hlsof high standards In «i(l\crllsfnii iii: 



It's nostalgia time folks! We've already seen a return of Breakout, 
Defender and Asteroids - and there's even a Space Invaders 
revival just around the corner. But for now, it's Battlezone's turn... 






BECAUSE < W ITS HANDY Power Module*, (he Ra»«n is 
equipped lor all types ol enemy, wilh weapon* ratij*iiifc' Iroin vinall 
nuclear bomb* lo c tolM m devices, lbs them lfllllillil> though, a* 
ill. i - arc limited. 



WHAT IS IT ABOUT THE EARTH that makes it 
so desirable for invaders from other 
galaxies? Were we listed on the Arcturan 
Galactic Estate Agents' files as a perfect fixer-upper 
without being told? Is Gir Draxon sending down an 
invasion fleet to blow everyone to bits, or is it just his 
way of making a downpayment? 

Whatever the reason, we're under attack again and 
- as always - the powers that be feel that the best way 
to repel the intruders is to send one man against 
them. Why we can't just launch a couple of surplus 
nukes is beyond me... 

To successfully tell the aliens that Earth is already 
spoken for, you're armed with the latest in modern 
ground warfare - the Raven Assault Hover-tank. Your 
mission takes you over seven different planets on the 
way to Draxon's flagship, each currently being 
patrolled by the Arcturan forces. Destroy a patrol and 
the Warp Link to the next planet opens, allowing you 
to further your journey. 



t llfP fl/irtCT AMPDirAM 
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PRODUCTS, Stellar 7 is superbly 
U presented... but lacking in 
I depth. The opening and 
between-level sequences are 
^ stunning (even if one of the 
^ characters does sound like Arnie 
doing an impersonation of Sly 
Stallone) and the actual in-game 
screens are almost excellent - 
almost, because things tend to 
be a bit on the slow side, right 
from disk accessing to animations. This 
is probably because Stellar 7 was 
planned and conceived on the IBM PC 
and while it moves like lightning there, 
here on the Amiga things are a little 
bit different. There are plenty of good 
points throughout, the enemy acts 
very realistically (setting up its own 
devious - ■ 

A nicely 
polished 
arcade blast 

with 
superlative 
graphics and 
sound, but 
lacking in 
long-term 
appeal 




tricks as 
well as 
falling for 
yours) and 
the 

difficulty 
has been set 
just right. 
It's difficult 
to know just 
where to 
place Stellar 
7: it's well 
worth 



taking the 

time to play, but you wouldn't 
necessarily want to keep coming back. 
A definite case of 'try before you buy'. 



resley 




i 




OVERALL 



BETWEEN l-EVEES you're Heated to a niumcnl ur two fan the 
conversation* ol the evil Overlord Gir Draioii And hi* second-in- 
tommand Kal Tntin. Mini ol their coxy firing nuiflT iMo chats are 
ol Am ami-human nature. Can't think why... 




NO SHOOT EM UP (no mailer what the perspectivei would he complete without an 
end <>J -level uuardian. Il.ntile:u.,. tuny. Stellar 7'» are transported down to the planet s 
surface liv the Amur an llauship and bov. aie lhe> hitf 

WHEN YOU DIE, ynu really die! 
lust to inli sail in the wound the 
view switches to outside >our crall 
and win net to w.itih vour leniMhv 
^■■■■■^■■■■■IBB in its 



. M 
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3D 

CONSTRUCTION 
KIT 

Domark 



PRICE 



OUT 




PRESENTATION 



USER-FRIENDLINESS 



DOCUMENTATION 




OVERALL 



Every vo ohen w*"ll 
review a utility program 
that we think will be of 
interest to even iKe most 
die-hard game* player. 
Obviously our traditional 
ratings can't be applied in 
these cases, so we've 
come up with some 
atwmaiive categories... 

Even 

control panels and menus 
should look attractive. So 
this is on indication ol not 
only how pretty the utility 
looks, but ol how clearly 
the screens have been 
designed. 

Do 

you have to wade 
through 150 pages ol 
manual to understand 
e«h function, or can you 
get going within the first 
five-minutes of loading? 

Even 

the greatest utility is no 
use without a clear and 
precKe explanation. This 
rating tells you whether 
you're likely to get a large 
well-written manual or a 
ureppy sheet o( a paper. 

Do you get a 
powerful and 
sophisticated tool for 
your money or little more 
than an overpriced levels 
editor? 

A combination 
ol the other four factofs. 
This is the one to base 
your buying decision on. 



Incentive's all-new game creator promises 'new 
worlds' for all. Laurence Scotf ord clears his mind of al 
things technical to try game creation made simple. 






THE TROUBLE WITH DIY GAMES PACKAGES is 
that usually they either require the user to have 
the brains of Einstein, or they're simple to use 
but incapable of creating anything worth playing. 

Mandarin's AMOS, for example, could certainly be 
used to create games of commercial quality, but it's 
of little use to users without any programming 
experience. On the other hand, anybody can get to 
grips with Outlaw's Shoot 'Em Up Construction Kit- 
but the chances of selling a game created with it are 
less than nil. 

Incentive has long-since proved that it could 
produce a games creator that had the power 
to produce games of commercial quality, 
while still remaining comparatively simple to 
understand and use: that product was, of 
course, the superlative Graphic Adventure 
Creator. Now the Berkshire-based developer 
has done it again, only this time it is its 
Freescape system that is being made available 
to the public. 

The good news is that 3D Construction Kit, 
in competent hands, could feasibly produce 
games of the quality of Castle Master. The 
other good news is, as long as you can 
understand a simple BASIC program and have 
some artistic and creative flair you could get a 
whole lot more out of it. 

If you've ever used a 3D object generator, 
then you'll know how time-consuming and laborious 
the job of creating even the simplest shapes can be. 
In contrast, creating shapes with 3D Construction Kit 
is a doddle. 

In addition to simple lines, there are two basic 3D 
shapes - cubes and pyramids - and five 2D shapes to 
be manipulated. This isn't as limited as it sounds 
though: using these basic elements, a variety of 
complex objects can be constructed, as the kit 
allows each shape to be stretched, shrunk or 
turned to a severe degree. 

For ease of handling, several individual 
shapes can be defined as a group, and then 
manipulated either individually or together. 

Objects can be coloured from a range of 16 
user-defined colours, but the kit uses a method 
of 'dithering' which expands this to a total of 
256 shades. To add to the flexibility, each area 
that you define has its own palette, so the user 
isn't confined to using the same 16 colours for 
the whole game. 

Objects can also be defined as sensors (which 
will detect the presence of the player - and 
even fire at him if you wish), made visible or 
invisible, destroyed or made movable. 

Once the game environment has been 
created, it's manipulated via a simple 
language - Freescape Control Language (FCL) - 
which is constructed as a set of conditions 
which can apply to areas, to objects or even 
globally. There are 52 commands to get to 
grips with, but the principle behind their use is 
fairly simple and a little experimentation should 
enough to gain ample proficiency to begin 
constructing a game. 

The commands are also used by the Animation 
Object Controller {AOC). Whenever an object is 
required to move, an AOC is allocated to it containing 
a few lines of code that describe the 
animation. The AOC can then be 



3-D STEPS TO HEAVEN 
- A LAYMAN'S GUIDE 

We gave ourselves eight hours to come up with the 
opening scenes of a Freescape adventure game 
using the 3D Construction Kit. Here we talk 
you through our creation... 





RGl 



TO BEGIN WITH, we wanted a few simple walls to divide 
the area into two zones - inner and outer. This is done 
easily by placing cuboids and then flattening and stretching 
them to the required length and height. By using colour 
zero on unseen surfaces we can speed up the screen 
updates. The door is created with two-dimensional shapes, 
while the control screen is one of the two included with the 
kit 




i 




be 



Est' 



TO MAKE THE START of our game a little more unusual, 
we've placed the player on a cube suspended high above 
the ground. At first all the player can see is thin air. but 
looking down reveals a prompt carved into the ground by 
using the line toot, as well as an opportunity to survey the 
scene. Normally the player would be injured by falling so 
far, but we've adjusted the default values so that he can 
safely fal> any distance. 
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INCLUDE (51 - 
INCLUDE C545SS 
LOOP (14) mn 
MOVE (0,0, 
flGOIN 



DOING THE OBVIOUS THING and walking 
through the door is a bad move. It's a one- 
way entrance and there's no way out of this 
tiny chamber alive. Activating the triangle on the far wall 
causes it to slide inexorably forward crushing the player to 
death. The inset picture shows how simple the code that 
animates the wall is. 



Checking the 
steps again we 
find they've 
moved along the 
rails and Into 
position, 
allowing us to 
enter the 
underground 
area. The Inset 
picture shows 

the few lines of code that check for the hole being shot, change the symbol and 
move the stairs. This piece of code has been designed so that If the hole is shot 
again, the stairs will slide back out and the symbol beneath the hole will chanqe 
back to its original form. 




OVER IN THIS CORNER is an entrance to some sort of 
underground area, but the steps don't quite reach. They are 
on rails though so why don't we try pushing? No.- that 
doesn't work. What do we do now? 



GREAT, we've entered an underground corridor, but it looks a bit gloomy Let's 
try the light switch.... that's better. This simple, but effective trick is achieved by 
creating two versions of the corridor, each of them with a different colour 
palette. When the player activates the light switch the program records his 
position and then places him in exactly the same place in the alternative 
corridor. Clever huh? 



FINALLY, we emerge back in the inner 
area and there's another building to 
explore, which may lead onto even 
stranger environments. The only limit 
is your imagination. 



OVER IN THE OTHER CORNER there's a 
hole in the wall and some sort of symbol. 
Let's try firing at It... Well the symbol 
seems to have changed, but what else has 
happened? 




JU5T TO FINISH OFF, we've got to 
allow for those poor souls that got 
crushed to death. They are taken 
to this new — 
area which " 
acts as an 
end screen. 
All prettily 
done up in 
The One's 
logo 
colours. 
Ain't that 
nice? 



Eh 
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switched on and off by some 
controlling code applied to an object 
or area. Once again, the use of 
animation is a skill that is quickly 
gained with a little brave 
experimentation. 

There are 256 variables, the first 30 
of which are reserved for use by the 
system. These can be used to keep 
track of the status of your player or 
various events throughout the game. 

The area surrounding the main 
view and containing the player 
control icons must be created using 
another art package such as DPaint 
III, although there are two examples included. Once the control panel 
has been created, the mouse is used to define the areas in which the 
user should click for various controls to function and the size and 
position of the 3D view. Finally the instruments can be defined. These 
are energy bars, score windows, message windows and so on. 

FCL has two different sound commands. These are used to play any of 
32 sampled sounds, seven of which have already been defined. These are 
commonly used effects such as a laser sound, a bump and an explosion. 
Once again, a separate sound sampling package is required to create 
your own sound effects. 

Testing the completed game is simple because you can skip back and 
forth between the editor and the game at will. This makes designing a 
game a very immediate process because you can try ideas out the instant 
that you put the code in. There's also a handy RESET command to revert 
everything to its initial condition. 

TO BEGIN WITH, 
you only have one 
o h|m and that's a 
lm,x cuboid that 
represent* the 
-mum) You can 
either BfC that as a 
basis for the rest of 
your construction, 
or delete it and 
*tnrt acain from 
scratch. 





IK 
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THIS 

HELICOPTER 
IS A GOOD 
EXAMPLE ol 
the sort of 
complex 
object* that can 



be created with )D Construction Kit. It's well worth studyins, 
hetauic it shows how to use the basic *hape* economically to 
create more detailed objects. 



3D CONSTRUCTION KIT IS ONE OF 
THE BEST 16-BIT UTILITIES to appear 
- ever! Whether you're just 
interested in using it as a 3D art 
package or whether you want to 
create games to rival Incentive's 
own, you'll find it to be an ideal 
tool, with the combination of drop- 
down menus and short-cut icons 
taking the drudgery out of object 
creation. The documentation is quite 
concise - especially in its description 
of FCL - so you might have to 
experiment quite a bit before you fully 
understand how things work, but there are 
some good examples of its use in the 
sample game which should help. The 
package also includes an instructional 
video, but unfortunately the first few 
minutes of this are wasted with generalised 
promotional blurb (what's the point of 
trying to sell the game to you? - you've 
already bought it or you wouldn't be 
watching the video!). Once the video does 
get around to the instructional element it's 
good, but it only goes as far as explaining 
simple object creation. Users who register 
their purchase 

A powerful, 
but accessible 

tool that 
really can be 
used to create 
3D games of 
commercial 
quality 




THERE'S A SUBSTANTIAL CAME INCLUDED with the Lit that show* some "I 'he 
powerful things that can be achieved. As well a* bein« a fun e»tra, this is also a useful 
learninn aid. By loadintf the «amc into the editor it is a »imple matter tu see how Incentive 
has constructed certain objects and how Hf (jame designers have used FCL and AOCs to 
achieve particular effects. 



also get product 
support via the 
user's club. 
Freescape games 
were never the 
fastest things in 
the world - so 
don't expect 
miracles here. The 
final frame rate is 
largely down to 
the user though: 
if you create a huge area with hundreds of 
large multi-faceted objects and about 50 
general conditions then you've only 
yourself to blame if you've got time to 
make a cuppa between each frame. With a 
bit of care though, you'll find you can fit 
quite a lot into each area without 
drastically affecting the running speed. All 
in all, 3D Construction Kit can't be too 
highly recommended. Even if you have no 
plans to become the next Bullfrog, you'll 
still have weeks of fun just playing around 



Laurence Scotford 



■ THE ONE |UNE 1991 




DIAL-A-CHEAT-LINE 



for cheats, tips, 
pokes and secrets on 

all computer and 
console games, ring 
now on 

0898 1 0 1 234 

Messages updated weekly 
Live computer helpline: 

0898 338 933 

7 days a week 12 noon to midnight 

PRICES FOR BEST CHEATS, TIPS, ETC. 
Send to: PO Box 54, Southwest 

Manchester M1 5 4LY 
Proprietor: Jacqueline Wright. 

Please ask permission of the person who pays the bill, calls charged al 
34p per min 'Cheap Rale', 45p per min al all other times. 



SONY 3.5" DISKS SONY 

PO PD 
Service Tha B e5t Disks-The Besl Service-Trie Best Prices service 



DISKS Use Our Credtlcird Hotllnelll 

3 5- O&DO £5 90 ACCESS - 0742 726485 - V?SA 

3.5* OS/DO £1 1.50 We Orly Use Son; Disks. 

3 5* dstdo C1650 Lifetime Guarantee Same Day 

3 5* DS/DO C2I.50 Despatch. Wlien Ordered Before 

3.5' ds/do C20.50 Noon. P'loas 'nc Vai 4 Postage. 

'00 3 5-ds/dd £49.00 NwtPD Library 

K0 3.5-D&DD E89.00 Every Disk Order Includes 

500 3.5-os/dd f2io.oo Latest Catalogue Disk 

MORE CALL (£12.50 Par 10 loc 1st Claw Pew) 
Cheques Or P.O.'s To: 



10 
20 



40 
50 



0.51* Mem 
0.5Mb Wtn Oxk 
Cumana Drive 
CBM A590 20Mb 
Ph.!« B833 m 2 
CBM (064S 



Only With Disks 
40 Cap Box 
80 Cap Bo. 



as po 

£34 99 

es4 n 

£279.99 
£219 99 
£259 99 



£3 90 
£5.90 



HARDWARE DISTRIBUTION 

Dept (TOAMJ, 28 Furntval Gate. Sheffield. S1 4QP 
Telephone Orders Welcome On 0742 726485 



ALIENS 



Can You Kill 
The ALIENS 
For 

CASH PRIZES 



0898 313 573 



llifoaol PO Box 36 LSI 4TN Co3 Charges 33P Per min Cheap Bote 44P on other times | 




Amiga Mouse 




Over 1300 Disks! 

No Frills PD Library 

Send 70p for Catalogue Disk 
Fast Reliable Service 

£1 .00 per disk 50p Post & Packing 
£2.50 Europe 

Amiga Mouse 

182a High Street, Margate, Kent. 



Tel: 0843-228166 

Orders over £2.50 accepted on credit card. ; 



GIJNFIGHTER 

USE YOUR VOICE 

TO 0UTDRAW 
THE GUN FIGHTER 

CASH PRIZES 

0898 31 35 90 

IftfOftAL PQfoi 36 LSI 4TN Col crqgea 33p Pw Mn Cheep He ?& Mr AJI Othor Tmgi | 




HORSE-RACING 



COMPUTE-A-RACE 



(As advertised in The Sporting Life) 




Only £9.99 



» you enwy a lunar on trie Hows, and own an */nl|ja. 
tnen Compulo A -Race PlUS a an essentai purcnau wrOHn 
spedicMy lo predict none-racing mufti, CH-t not only 
t'ps hfKMs. summjftiM ocri. ■*ghs up lorn and 
evalualri odds; but also calculates Dels, notw noraes »onh 
tallowing and ken; a rtcofd ol its own fontcaMinc 
Dftormincf Fsihirmo on -town instruction* and 
uw-dttndly menus. CH< incudes a rang* o( information 
and lovce lateM version includes upcatsd Rat and 
National Hunt itHrtlla Snonsn your odds ol beating DM 
bookies! Sol me bust value around tot only £9.99 (tor a 
limned puled only) (Amicj only) 



CHEQUES/PO PAYABLE TO HANDISOFT 
HANDISOFT 37 Hearsall Lane, Spon End. COVENTRY CV5 6HF 



GEST SHAREWARE COMPANY 
IN USA NOW IN U.K. 



AMG-173: DELIRIOUS 2 - Moie from Eddie X rated (2 disks! 
AMG-176: HORROR DEMO - Expiring Heads & dismembered 
aims. X rated 

AMG-1 82: TOILET PAPER AD - A bnlliantry funny demo 
unlorlunalely Xraied. 

AMG-20B: TETRIX - Based on the classic Russian game 
Tttrfe'. 

AMG-21 5: CASINO GAMES - Video Poker. Stud Poker & more 
Excellent I ! ! 

AMG-219: PLAY & LEARN - 4 educational games & 3 fun 
games 

AMG 224: BACH LOVERS DISK - Contains classical music 
which plays for 30 mms 1 1 

AMG-23Q: EASY BANKER - Excellent financial program to 
keep tiack of your bank account 
AMG-240: ACTION I ! - Allows you ia design sequential 
movies & an imaiions 

AMG ■ 242: JACK FROST - An elect™* comic book wilh 
digitised mono graphics based on the comic strip Jack Frost'. 
Excellent' 

AMG-349: ANTEP - Excellent 'Ultima' role playing game * Slot 
Cars & more. 

AMG-351 : METRO - Become a city planner like in Sim City'. 
AMG-501 : BUOBRAIN - One of the test demos of the year! X 
rated (2 disks) 

AGM-503: TOTAL RECALL DEMO - Digitised audio A visuals 
from the lilm. 

AMG-51 5: SCANNERS - Definateiy not lor the squeamish. X 
rated 1 Mb recommended {2 disks). 
AMG 516: GOREZONE HORROR SUDESHOW - Stomach 
churning stuff 1 1 X rated 

AMG-520: LAUREL & HARDY - Animations of the lamous duo 
(1Mb- 2 disks) 

AMG-522: HOLSTON PILS DEMO - High Noon Version' 
Digitised from the ad 

ST-098: GAMES 2 Klondike cards Mastermind. Tunnehrision 
& more ! 

SM00:GAMES4 - Hotshot checker. ST Aggravation. Pent 
{strategy game) & more 

ST- 101: GAMES 5 - Mousetiap. GO Board fbased on the game 
GOl & more ! 

ST-102: WHEEL OF FORTUNE - Based on the classic TV show 1 
ST- 104: GAMES 8 - Stocks (stock market sim). Guess It 
(hangman). Nim (computer version o' trie classic) & more I 
ST-107:GAMES II - Monopoly. Ottello. Yahuee & 
Backgammon 

ST-1 08: GAMES 1 2 - Tennis (cxeetani). American Football. 
Sam & Ed (basketball game) & more 
ST-1 10: GAMES 14 - Trivia Master Craps (eicellent). Jigsaw 
& more I 

ST-1 1 1 : GAMES 1 5 - Blackjack. Sua Poker & Cnbbage Truly 
eicellent. 

ST- 1 1 2: GAMES 1 6 - Ta.pan (rule the seas in the 1 800*4 
Phantom House |te»t adventure). World (text adventurel 
& more I 

ST-1 14: AOVSYS - An adventuie ceator with ready to 
play/study adventures included 

ST-1 1 9: GAMES 23 - Pool (6 ball pcol). Munchers Ipacmanl & 
more (mono monitor only) 

ST-1 20: GAME 24 - Runners Revenge (arcade action game) 

crabat chess & more (mono monitor only) 

ST-148: STAR TREK- Written in STOSIeatunng digitised 

sounds 

ST-1 SI: BOLO - An mciedible 'Bruiout' clone Highly 
recommended (colour or mono monitor onlyl 
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This is a very 
SMALL 

collection from 
our catalogue. 
We have over 
1 000 for the 
Amiga & over 
700 for the ST. 
Phone us for a 
FREE copy. 
PC & Mac 
catalogues 
also available. 

Prices: 



1- 9 


£2.50 


10-19 


£2.25 


20-29 


£2.00 


30-49 


£1.75 


50 + 


£1.50 



All prices are 
including VAT & 
postage. 

Adult Section- 
Call for details 
strictly over 18 
only. 



ST-153: ORBIT - Another Breakout' done with screen editor 
Written in STOS 

ST-154: DUESTION OF SNOOKER - Answer the questions Id 

pot the balls Written in STOS. 

ST-481: BOUNCE OUT - An excellent game based on 

'Pacmama' 

ST-491: STAR TREK GENERATION - A strategy game called 
'Encounter at Arcrums' (DS 1Mb). 
ST-493: VIRUS - Save the computer from the virus by 
getting to CPU 

ST-A94: QUIZ CONSTRUCTION KIT Great program written in 
STOS 

ST-499: EMPIRE BUILDER - Build your company Irom scratch 

- HAR^E - A great patience game (DS). 

ST-506: ST VEGAS - Blackutck. Slot Machine. Poker & 

Roulene. 

ST-474: MARS MAZE - Based on the classic Bubble Bobble' 
ST-516FSF COPERNICUS - Commercial standard 
shoot-em-up. Excellent ' 

ST-312: WALKER 1 - Classic animation ol the AT walker from 
Star Wan (OS 1Mb). 

ST-31B: THE RUN - Classic animation of the police car chasing 
a criminal IDS 1Mb). 

ST-440: PREDATOR - Digitised audio A visuals from the him 
(OS). 

ST-438: SCANNERS - The exploding head sequence from the "i n 
X rated (DS 1Mb) 

ST-241 : WIZARDS TOWER - Text/Graphics adventure 
ST-244: DARKNESS IS FOREVER - Text/Graphics adventure 
(mono monitor only). 

ST-245: INVASION - Tex1/Graphics adventure • SHERLOCK 

excellent game of illimination. 

ST 253 UNDER BERKWOOD - Text/Graphics arcade 

adventure 

ST-197: ST WRITER ELITE V3.8 - The best PO word processor 
on the ST • spelling checker 

ST-QD4: ViSICALC CLONE - A VC spreadsheet with man wf 
ST-S96: OPUS SPREADSHEET - The BEST snareware spreads 
on the ST (DS 1Mb). 

AMG- 101: WHEEl OF FORTUNE - Clone of the classic TV 
show Excellent ' I 

AMG- 1 06 SPACE GAMES - Cosmoroids. Gravity Wars & 
more 

AMG- 1 1 0: DOS HELPER - Designed to help you with Amiga 
DOS commands 

AMG-1 14: BLACKJACK ♦ BANDIT (Slot machine). 
AMG-1 15: BULIRUN - American civil war simulation. 
AMG-1 IB: DOMINOES - Popular game with good graphia-t 
Tic Tac Toe & more. 

AMG 1 ZB GAMES 3 - Vegas slot machine. Pegboard. RtVtfS 
Smore 

AMG- 1 29: BUSINESS 1 - Mail Manager. Label Printer. 
Address Book 8 more. 

AMG- 1 30: AMOEBA INVADERS - Clone ol the classic 
featuring digitised sounds 

AMG 137: SINKING ISLAND 2 - Text/Graphics adventure (2 
disks - 2 drives required) 

AMG- 142: MCAD - Full leatured CAD program ( I Mb) 
AMG143: BACKGAMMON - A great game wilh good 
graphics 

AMG-144: SOLITAIRE - Complete with graphics & sounc 
AMG-145: TILES - Match the tiles* Kings Korner&mors 
AMG 1 47: CRlBBAGE - Take on the computer ! ! 
AMG- 1 48: BUSINESS 2 - A VC spreadsheet clone. 
AMG-151: POTPOURRI 10 - A Mercenary simulation game • a 
'Tron' garni as well. 

AMG 168 MICHAEL JACKSON - Digitised audio & visuals of 
the megastar. 




GEMINI SHAREWARE • 10 WARWICK AVENUE, 
SLOUGH SL2 IDX • TEL: 0753 28183 




DEMOS 



Imagine a world just beyond our own. A world where 
graphics, music and animation spring to life from the minds of 
programmers. A world that utilises your Amiga to its limit. You 
are not imagining, you have just entered... 




T 



DOMAIN 




| HE MOST SURPRISING SIGHT OF THE MONTH was the 10-second 'advert' 
for Coca-Cola which popped up from nowhere on the front of The 
Simpsons Demo disk from N.B.S. 
Does this signal a new trend in demos? Will we be seeing Pearl 6* Dean 'ba-bah, 
ba-bahing' at the start of every disk? Will the further adventures of the Gold Blend 
couple come to us in digitised form? Or was it just something that N.B.S. felt was a 
good idea at the time? Still, it provided us with a good laugh - so that's enough analysis! 

Back in the real world, this month sees a fine bundle of goodies: first-class animations, top-quality music, 
mind-blowing graphics and other digital wonders. This month also sees a once-off section on Database's game 
creator, AMOS. The reason? A number of disks arrived containing a whole host of AMOS-created educational 
games, perfect for the youngsters and a bargain at the price. 



PICK OF THE MONTH 




AM NOT A NUMBER, I am a free man! Ah, the memories come 
flooding back - but only to those who were slued to their TVs In the 
'60s (or who caught the more recent re-runs). The original 'cult' TV 
show - The Prisoner - has been immortalised on this curious little 
package from N.B.S. Sampled music and speech from the snow play 
throughout a slideshow of stills and quotes from The Village. 
Professionalism oozes throughout and the end credits contain a 
message close to my own heart - asking for more originality in demos 
(and promising more to come). We want information... information.., 
information. 



SOUND 



SIMPSONS-MANIA 

CONTINUES to spread itself 
across the world of demos, this 
month giving rise to two demos 
of varying quality. The best a 
from N.B.S, simply called The 
Simpsons Demo which boasts 
a surpnsmg mtro (see above), 
great animations and high- 
quality sampling. 

Mote sampling comes in the 
form of the 'infinitely talented' 
MC Hammer A full-length remix 
of various numbers from the 
Please Hammer Don't Hurt 
'Em album is provided and is 
great quality - better than that 
Valnjm Ice guy anyway. 

Other records which find 
themselves under the sampling 
hammer are Paul Hardcastle's 
N-N-N-Nineteen, a collection of 
Depeche Mode hits and the 
soundtrack to Goooooood 
Morning Vietnam. A) I are high 
quality and worth a look if you 
don't already own the vinyl 
versions 
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GRAPHICS 

WHEN DID THE SWEDES 
INVADE MARS? According 
to Phenomena they're there 
already and have brought 
back an impressive routine 
called Trip To Mars. In this 
entertaining little vignette, 
you're taken on a guided 
tour around a small 3D- 
vector colony complete 

with helicopters, 
hover- boards 
and hover-cars. 
All of this comes 
with a Cool 
Cube, a light- 
traced world, an 
incredible ray- 
traced fractal 
and the promise 
of a vector game later in the 
year! Only one word can 
describe it... phenomenal 
Couch!). 

Ray-tracing is definitely 
making a comeback this 
month, with three other 
demos all making good use 
of the Amiga. Clothes Peg, 
Abacus and Basketball 
are all above-average, but 
by far the best of the bunch 
is a collection of four 
'bouncy' pieces from 
Premier PD. 

Also worth a mention this 
month are a rotating golden 
head - which is reminiscent 
of the classic Tutankhamen 
of a few years back (only 
much, much better) - and a 
slideshow of some NASA- 
inspired pictures. 





AMOS 



WHERE TO GET EM 

6 Of 1 , The Phenomena Demo 
and The Simpsons Demo are 
available from: 
N.B.S. 

132 Gunville Road, 
Newport, 

Isle Of Wight PO30 5LH 

Basketball (910), Abacus 
(911), Clothes Peg (903), 
NASA 5lideshow (907), Gold 
Head (906), MC Hammer 
(899), 19 (934), Depeche 

| Mode (926), Good Morning 
Vietnam (905), Robocop (902) 
and Porky Pig (909) are 
available from: 

, 1 7 8it Software, 
PO Box 97, 
Wakefield WF1 1XX 

'Bouncy' Animations (374), 

Raiders Of The Lost Ark (392) 

and The Stealth Animation 

(390) are available from: 

Premier PD, 

1 5 Croxteth Drive, 

Rainford, 

Merseyslde WA1 1 8JZ 



mm 




AMOS IS ONE Of THE MOST POPULAR game-creation utilities available, 
but up until now there hasn't been any decent way of getting your 
creations into the public eye. That's changed now though, as 1 7 at 
Software has a collection of AMOS<reated games specifically for 
distribution on the shareware market 

There's a wx3e selection to sample, containing everything from pre- 
school educational software to Klax variants. Let's start there... 

Hypnotic Lands is quite an absorbing little number, the basic Idea 
being to guide a series of coloured balls into the correct containers at the 
end of a Wax-style conveyer belt The proceedings start simply enough, 
but after the first few levels things become quite tricky, creatures fly onto 
the screen and divert the balls, several containers appear at ence and so 
on. It's all good clean fun ar>d worth a took. 

Other AMOS delights are. Jlgmania - a jigsaw simuiaiort!), Play It Safe 
- a kidefce's safety game; Work & Hay - a collection of three educational 
games (the best of which s a snakes & ladders style board game); and 4- 



Way lynx - a sliding puzzle game with a twist. 



ANIMATIONS 




ONE Of THE 8EST 5CENE5 from any movie 
ever was when Indiana Jones was confronted 
by the mad swordsman in Raiders Of The 
Lost Ark. After a dazzling display of skill from 
the swordsman, Indyjust pulls out his gun and 
shoots him, much to the delight of the 
watching crowd Now Indy fans can live this 
scene again and again, as it's been captured 
forever on a brilliant little sample from Premier 
PD. 

Indy rsn't the only film hero to make it onto 
the monitor this month though, he's joined by 



everyone's favounte 21st-century law 
cnforcerrient officer, RoboCop. Tfrs t»ne it's 
the scene where ED-209 blows away the 
hapless corporate official who fails to 
acknowledge his surrender. With the amount 
of times RoboCop 's been sampled, the entire 
film is probably out there somewhere on 
various disks by now! 

One of the most popular animations of all 
time - the 5teaith plane - is back in his first 
sequel Using his stealth 'invisibility', our hero 
tncks a poor, confused MK3 into taking a crash 



dive. But in the tracttion of all good cartoons, 
he starts to led pretty guilty as the enemy 
crashes headlong into the earth. 

Tr* sound effects are excellent and the 
characters are reee-aaal cute, so don't delay, 
buy it today (there goes my career as an 
advert wnter). 

Finally this month, we have the debut of 
good oT Porky P-P-. Porky P-P-, Porky P-P-Pig. 
Be warned though, for the purposes of this 
disk his language has become... colourful to 
say the least 
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START 

COMPUTER SYSTEMS 
PUBLIC DOMAIN 

DeptA 1 20 Hotmside 
Sunderland SRI 3JE 

To order just send 
your Name Address 
and order together 
with a cheque or 
P/O payable to 
"START' to our 
address above. 

Same day dispatch - 
first class post. Plus 
a free magazine and 
catalogue sent with 
every order. 

ALL PD £1.25 PER DISK 

EUPOPE add 25p per disk 
WORLD add 50p per disk 

Please add SOp PSP 

Try us I 

We guarantee you'll 
be back I 

09 1 565 2506 

E3 °<™ H 

09 1 565 2506 
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Special offer - Buy any 10 disks & choose an extra 2 disks FREE ! 



ATARI ST/STE - AMIGA 



Games for REVIEW or PURCHASE 
TRY before you BUY 
At least 15% off al! software Guaranteed Originals 
We have the LOWEST Membership & Review Fees ot 
any ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 

SPECIAL JUNE OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interaction 

Please enclose LARGE S.A.E. - 30p stamp to: 
Cum-Com Software (International), 
Dept THO, Gardener's, 63 Kings North Road, Ashiort, Kent TN23 2HZ 
Please state format. 



AMIGA 



Intronk Software 



MAJOR PROBLEM ? 

NOT TO US ! 




1 AWGA S8MES 1 AHQA ADWJKS ' AlfiGA REPAIRS 1 
1 FIXED PRICE REPAIRS 14 AtfQA P8U • £20 1 

ISC . SKIJW 4 W7BD0 



HRAIIiillWIEI:i 



COLLECTION AHO DfLrVW BEfiWCE 
WB9T MIDLANDS AND NOKTH WALES 



Some of our 2000 titles 



OOD« C1T.7* 

WONDERLAND £22.00 

MAGIC LAND DIZZY C4.99 

Port ■ml Packing FREE an order* over C10.00 
. UK miM L UMD OHVf 

SEND FOR OUR LATEST UST 



BANDITS 



AMIGA BANDITS PDL (DEPT THO A) 
GROUND FLOOR, 
28 LEMSFORD ROAD, 
ST ALBANS 
HERTS AL1 3PB 
TEL: (0727) 836049 



DISKS ONLY 85P INC. P&P 
Change some of the following with old disks: 



FREE 
POSTAGE 
FIRST 
CLASS 



A129 
A134 
A279 
U070 
V060 
X007 
XOOS 
X009 

uoo. 

U004 

U101 

U061 

U065 

GOOI 

GO-12 

G021 

G022 

G033 

G01B 

A002 

A0O8 

A012 

A075 

A254 

A260 

AP6 1 

A262 

A250 

M025 

XOIO 



Mi 

1 




Bruce Lee/Animation 1 
Mike Tyaon/Amimatton 
Iraq Domo/US vs Iraq 
D Copy/Copies protected disk (some) 
K.O. Virus Killers Comp. Inc. (Virus X) 
Shower Girls/Animation 

Madonna/The early days, nude pics & sample 

Tina Small (every inch a lady/G2 inch monitor required) 

Amibaso V3.76/Excellont database 

Workbench plus/Work bench replacement 

Visicalcypoweiiul spreadsheet 

Master Virus Killer/Kills 105 viruses 

M -C AD/Computer Aided Design utility 

All new Star Trek game/2 disks 51 2k or l Meg 

2 Player Soccer League (football manager game) 

Pacman 87/Pacman game 

Boardgames compilation/Classics — Cluedo etc 
Drip/ 15 levels ol arcade action 
Amoeba Invaders/Space invader game 
Walker demo 11/1 Meg 

Star Trek fleet manouvers/(Antmation) T. Richter 
Puggs in space/Cute alien visits Earth! 
Probe sequence/(Anlmation) Been on TV! 
Budbraln ll/Superb gfx & music 

Lost Ark demo/(An!mation) Indy shoots swordsman 
Fraxion horror demo/Gory over 18 demo 
Robocop II demo/Superb slideshow demo 
Total Recall demo/Nice from Timocode 
Digital concert 11/12+ mins of House 
Sabrina — Boys, boys, boys/ovor 18! 



10 Quality DSDD Blank Disks ONLY E4.75 with labels 



51 2K MEMORY UPGRADE ONLY 

27 99 FREE features: 



Top OhbMv PC6 « dm artgunlion EroM ftuOa mit* Eaa, 
nno Uoo .e>s.:r naiM.tr \Ao< ft ;[■■ Pre inainlm iiiinw 
IM OKbng. Ovcun RBficao ABP0 



HO 236-240 Stafford Street WALSALL West Midlands 

Telephone (0922) 725832 



®ne 

NEWS 



THALAMUS 
HITS THE 
FAN 

THALAMUS 
GROUPIES (and 
aren't we all?), 
your prayers 
have been 
answered - 
the world's 
favourite 
software 
publisher has 
just given in to 
public demand 
and 

announced the 
formation of 
its all-new fan 
club. Club 
members will 
receive 
product 
information, 
merchandise 
and a 
newsletter, 
and will also 
be entitled to 
take part in 
exclusive 
competitions. 

Interested 
parties should 
contact 
Thalamus on 
0734 817261 
(but don't be 
disappointed if 
you can't get 
through first 
time!). 




PRIZE 
PROGRAMS 

The term 
'value for 
money' has 
just taken on a 
whole new 
meaning as 
Empire has 
released 
Award 
Winners, a 
£25.99 package 
which contains 
an unfeasible 
13 disks. These 
disks contain 
Space Ace. 
Populous, Kick 
Off 2 and 
Pipemania and 
are in the 
shops even as 
we speak. 



GLORY GLORY ARSENAL 



SHOWING A REMARKABLE INSIGHT for 
public demand, Thalamus has announced that 
it is working on a brand new football game, 
based on North London's all-time favourite 
club, Arsenal FC writes Ciardn Brennan. devoted 
Gunners (an and season ticket holder. 

The Berkshire-based publisher, perhaps best 
known for its shoot 'em up Armalyte, has been 
working on the game (described as a being "mainly 
arcade action, but 
incorporating a management 
section") since it secured the 
licence in late '91, and hopes 
to have it in the shops for 
Easter. 

As you'd expect from a team 
with such an impressive on- 
field reputation, the Gunners 
have been more than helpful 
in the development of the 
game. "Right from day one 
they have supplied us with a 
comprehensive range of club 
information as well as the 
opportunity to photograph 
throughout the superb 
Highbury stadium/ says 
Thalamus' David Birch. "We 
now hope to reward their 
support with our own top of 



the table release." 

Arsenal F.C. Tlie Computer Came will feature all 
domestic and European cup championships - even 
though Arsenal are sadly no longer involved in any 
of them (next season, next season - Ed.) - while 
there's also a "free in-pack giveaway" promised. 

When asked about the possibilities of a 
Tottenham Hotspur based game, Birch replied 
~Who£". Good answer... 




Arsenal make (he long-awaited conversion to a computer game. 




STORMLORD SEQUEL 
DELIVERS THE GOODS 



GET READY FOR 
DELIVERANCE from 
21st Century 
Entertainment, the 
sequel to the highly- 
acclaimed StormlorH 
which is due for 
release next month. 

Created by Peter 
Verswyvelen (from an 



original idea by Raf 
Cecco and Nick Jones) 
and with graphics by 
Kim Goossens, 
Deliverance is the four- 
level story of your 
attempts to locate and 
free a bunch of 
imprisoned fairies from 
Satan's clutches. 



GAMING 

GOES 

NATIONAL 

DOING ANYTHING ON MONDAY APRIL 
13TH4 No£ Then why not dust off your 
joystick and get involved with the first ever 
National Play A Game Day, which has been 
organised by the European Leisure Software 
Publishers Association (ELSPA). 

An as-yet unnamed major charity will benefit 
from the day, which will mostly centre around 
local software retailers, who are expected to 
organise special promotions, competitions and 
other relevant tie-ins. 

Most of the major software, publishers are 
expected to get behind the event, so to find out 
what's happening in your locality, get down to 
your local software store. 



BUDGET 



Brian Nesbitt 
uses his nose 
for a bargain, 
by sniffing 
through the 
latest range of 
budget 
releases. 

BLOOD 
MONEY 

Sizzlers 
£9.99 

PSYGNOSIS' BEST 
GAMES have usually 
been those 
developed by Scottish 
team DMA Design - and 
this two-fisted shoot 'em 
up (first reviewed in issue 
9) is no exception. 

The action unfolds across 
four landscapes, each of 
which scrolls inexorably 
forward as you and your 
partner burn holes into 
the oncoming hordes. The 
more you kill, the more 




the cash piles up - the 
dough you earn is then 
used to purchase extra 
weaponry and also to 
allow access to later levels. 

Blood Money isn't the 
fastest horizontally 
scrolling shoot 'em up ever 
to hit the wonderful world 
of budget software, but 
it's certainly one of the 
most challenging and 
technically accomplished. 

If you frequently find 
shoot 'em ups too easy, or 
if you have another gamer 
handy to help you out, 
then this is well worth 
checking out. 
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Mirror Image 

£9.99 

THIS IS A SERIOUSLY WELCOME RE-RELEASE for what's generally agreed to be the 
best vertically scrolling shoot 'em up ever written (first reviewed in The One, way 
back in Issue 11). 

If imitation is the sincerest form of flattery, then Xenon II is one of the most 
flattered games going, as the many innovative features that the Bitmap Brothers 
worked into it have been ripped off by most other development teams. 

The basic action involves flying through a very restricted chasm, taking out anything 
that moves... and even a few things that don't What really sets it apart though are 
the inventive power-ups which are bought at the shop which appear twice during 
each level. One really clever idea is that you can sell old power-ups to provide funds to 
buy new (and better) ones. Naturally there are some very nasty end-of-level guardians 
to be done away with too. 

The whole thing is nicely topped off with three-layer parallax scrolling and the Bomb 
The Bass MegaBlast soundtrack. If you haven't got Xenon II in your collection, now is 
the perfect time to put that situation right. 
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HARD DRIVIINT 

Respray 
£7.99 

THIS IS A VERY PLAYABLE 
conversion of Atari's classic stunt 
driving coin-op. A realistic 
simulator (first reviewed in issue 15), 
Hard Drivin' puts you behind the wheel 
of a sports Ferrari which can be put 
through its paces along either of two 
tracks: speed or stunt. 

The speed track is a flat course, where 
car control is all important in order to 



maintain a high ^^^^^^^^^^J 

speed. The stunt 

track offers three I 

major obstacles - ] ^ ^ 

the bridge-jump, ' " 

the loop-the-loop, 

and the bank - -<^^^»* 

each of which require precise control. 

In this conversion, the juddering 
cabinet is not really missed that much, 
while the sensible control system almost 
manages to make the joystick a 
reasonable replacement for the wheel. 

,v & & 




RIGHT 

MIAMI CHASE 

Code Masters 
£7.99 

IMAGINE CHASE HQ crossed with Super-Sprint and 
you'll be half way to visualising Miami Chase. You 
play Lou Ferrari, an undercover agent of the Drug 
Enforcement Agency who's been detailed to clear the 
streets of drug dealers. This is achieved by careering 
dangerously around the city streets in (what else?) a 
Ferrari, taking pot shots at the offender's cars which 
you've tracked down by checking a radar cityscape. 

While you're trying to bump off villains you have to 
take care not to damage civilian cars or brush with the 
local police. Once you've taken out all the gang 
members it's time to track down the big boss. " 

The action is made more interesting by collecting 
power-ups which produce extra weaponry (including 
mines), and a garage in which you can buy yourself 
more add-ons to give your car better handling. 
Miami Chase is superbly presented and initially fun to 

'^yg*- - - --^p-'v play, but the action 

iimuniiinamiiimuiiiHiiuffiiuaiJiminuffmimunii soon becomes a little 



repetitive. Even so, 
this is as good as 
many full-price 
releases, and 
definitely worth a 
look if you like driving 
combat games. 

>>Y>Y 



CJ'S ELEPHANT ANTICS 




Code Masters 
£6.99 

CJ (CODE MASTER' 5 
JUMBO?) is a cute 
elephant who has 
escaped from the zoo 
and is trying to get back 
home to his family in 
Africa - an adventure " * 

which takes him through several 
countries in a colourful platform romp. 
Of course, the route is blocked by a 
variety of nasties ranging from frogs 
to penguins. Collision with any of ~ 




these drains CJ of his 
energy, so it's 
fortunate that C 
can fire peanuts 
from his trunk. 
Enemies in hard-to- 
reach places can be 
put out of business 
with a well-placed 
bomb. Once 
destroyed, enemies leave either 
another bomb or a fruit bonus. 

Unlike traditional platform heroes, 
C doesn't worry about falling long 
distances - he has a handy brolly that 



t2|E£ 



opens up to break his fall. Learning 
how to manoeuvre while falling is an 
essential skill though, because there 
are plenty of spikes about to spear 
the bottoms of unwary jumbos. If CJ 
makes it to the end of a level there's 
always something large and nasty in 
wait for him... 

CJ's Elephant Antics is good fun 
and offers a reasonable challenge 
for the price. Although the quality 
of the graphics is, at best, fair - and 
never particularly consistent. 



EXCELLENT 
(Deserves to be 
part of 
anyone's 
collection) 



GOOD 
(Probably worth 
buying if you 
don't already 
own it) 



AVERAGE 
(Worth 
acquiring if it 
looks like your 
cup of tea) 



POOR 
(Oh dear, this 
isn't really up 
to scratch) 



DIRE 
(Nobody's that 
desperate) 
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ARCADES 



Hoi stuff from the Leyland Corporation, a follow-up to Midway's immortal 
Defender and arcade news from Japan - all brought to you by the purple prose 
of John Cook. 



INDY HEAT 





Leyland Corp 

IT WAS ONCE SAID THAT, To a man of the world, the Universe is a suburb." Does 
it not follow then, surely, that the Milky Way is a ring road, Jupiter is an out of 
town Tescos, the Moon is a sub post-office, Milton Keynes is an out-of-order 
ponaloo and an amusement arcade is Mercury Communications Cardphone? 

The answer is simple - you try paying to play vids with a Mercury Card and 
you'll find out that, indeed, the Universe is much, much more like a Casualty 

Ward. Such penetrating insight! What devastating analysis! But still not as much fun as playing Leyland's new vid to hit the 
streets, Danny Sullivan's Indy Heat. 
You'll remember thai Leyland's last successful game was another racing game, endorsed by an All-American guy, Ivan Ironman' 

Stewart's Super Off-Road Racer, which had you playing a version of Super Sprint 
on a bumpy indoor track. Virgin thought it good enough to produce a home 
version - and very creditable and playable (hat was too. 

Since then. Leyland has tried out a version of Othello on an unsuspecting world 
which reportedly, "did well on campus sites." which suggests it got a good 
kicking elsewhere. 

So now the company is going back to basics - and with Indy Heat it's produced 
another game in the Super Sprint mould - but it has to be said, it's very polished, 
playable and altogether something of a wheeze to play. 

Endorsed by another Famous Driver (famous across the pond, that is) - Indy 
Heat is based on, I think, Formula 2000 racing - which is very fast and is raced 
over long distances, so that the events become a cross between Formula One 
and endurance. 

You play the game, either alone or with up to two other friends, using the simple controls of 
steering wheel, accelerator pedal (which becomes a brake when you take your foot off the gas) 
and turbo button that gives you a bit of extra wellie on demand. Whatever, there are always 
five cars in the race - and beware, the drone cars show no mercy! 

The season is raced over 15 different tracks, all very prettily constructed in a kind of 'top- 
down', yet semi-isometric perspective. The result looks good - far better than Atari's sad 
effort with it's own Super Sprint variant. Badlands. 

Obviously, the idea is to finish the appropriate number of laps before anyone else - but this 
is made harder by the obligatory 'pit stops' that become necessary during the race itself. A little 
man walks out from the pit lane holding a 
placard, which means either you're running out 
of fuel or that your vehicle has been badly 
damaged. 

Now comes the clever bit... 

Drive carefully and you might only need the 
one stop in a race, saving you valuable time 
while your automatic mechanics scurry around 
your car like manic ants and fix you up. Drive 
like a maniac and you'll probably need two 
stops - but on the other hand, you'll be going 
faster... and maybe you can risk going the last 
lap or two ignoring the advice to pull in! Or 
maybe you'll break down in a steaming heap! 

To add to that, in between races you can re- 
equip and upgrade the motor using the prize 
money that you've won during the race - or if 
you're rich, you can even buy extra prize money 
by inserting additional coins! 

Six components that can be upgraded are: 
Turbos (to give you extra boosts). Brakes (so 
you can slow down faster), Tyres (better grip). 
Crew (to make your pit stops faster), MPG (so 
you get better fuel mileage) and Engine (so you 
can go faster). It's this level of dynamic strategy 
within and between the races that makes this 
my game of the month. 
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ARCADES 




BATTLESPHERE 




W Industries 

YOU'VE PROBABLY SEEN VIRTUAL REALITY on the telly by now. 
now's your chance 10 experience it for yourself - in the flesh! 

W Industries got a lot of coverage with a big splash launch of 
the world's first Viriual Reality coin-op last month - now the 
sit-in unit is beginning lo filter through 10 the major arcades, 
with some expected lo hit Funland at London's Trocadtro 
pretty soon. 

The BrW two games are lop notch efforts: VTOL, a flight combat game (complete with low- 
level bombing of an enemy HO) and a more challenging quest for the average space cadet. 
Battlcsphere, where you have to mp the baddies and take out an enemy Battleship into the 
bargain. 

Playing a game without a screen In fall stereo vision - where you are surrounded by the game itself and blasted with quad CD music plus realistic 
sound effects - is something of a blast Reports from sites where units have been installed (South Coast World at Bognor was the first) are of long, 
long queues to play. Oet out there and grab a piece of the action for yourself - if you canl 




STRIKE FORCE 

Midway 

WILLIAMS PRODUCED THE BEST ARCADE GAME in the history of the world In the early '80s, with 
Defender. The Williams folks actually produced a whole bunch of classics, such as Robotron - which 
was very successfully updated lo great acclaim, becoming Smash TV in the '90s. 
So why not produce an 



updated Defender? You might 
as well sav why not produce an 
updated Mima Lisa? Midway's 
tried - and tt looks like 
painting-by-numbers. 

If you ever loved the original, 
don't torture yourself by 
playing this. If you never did, 
ironically, there's still enough 
left to make it worth a few 
top's - if you can work out the 
new, wildly complex, scenario. 




TIME 

TRAVELLER 

Sega 

OKAY - SO YOU'VE DONE VIRTUAL 
REALITY. How about Holography? 
Holography? Yup, three 
dimensional images. Not flat. 
Moving real people, too. Not 
drawn or made up of polygons. 
Real tiny moving jD people! Neat 
or what! This is not science 
fiction folks, this is exactly what 
Sega has managed to do with 
Time Traveller. 

Using, I believe, variable focal 
length mirror technology 
(yoinks!). Time Traveller allows 
the player to move the central 
character, a cowboy, to 




react to events around him - 
although it can hardly be 
described as full interactivity. 

The result is rather like playing 
a true 5D version of Dragons 
Lair, where by manipulating the 
joystick you set off stored 
sequences of movements - even 
so, the results look like they 
could be stunning. 

I've only seen videos of the 
unit to date, but it looks like 
another development that, like 
VR, will make the arcades worth 
more than the occasional visit, 
once again. Nice one Sega. 
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SUBSCRIBE TO THE ONE FOR AMIGA 



If you have enjoyed reading this 
issue of The One For Amiga 
Games, you are bound to be 
interested in our brilliant new 
subscriptions offer! 
For only ^29,95 (if you live in 
the UK) we'll deliver 12 issues of 
The One For Amiga Games 
direct to your door! So there's no 
chance of missing out on any of 
the red-hot reviews, exclusive 
previews and Work In Progress 
features which keep you on top 
of all that's new and exciting in 
the Amiga scene. 
A subscription to The One For 
Amiga Games will ensure 



you get all the very latest hints, 
tips and pokes - helping you to 
be the top gamer in your 
street! Plus, you'll get every 
mega The One For Amiga 
Games cover disk, which is 
guaranteed to be jam-packed 
with the very best exclusive 
playable demos! 
Not only that, we'll also give 
you a SMASH HIT GAME 
from our friends at GREMLIN 
GRAPHICS completely 
FREE! - no strings attached! 
The choice is yours: 

(Please remember you can 
only choose 1 game) 




N ° STRING? 



Ocean's ri« 
mXfr on, Kaiko 





For? 




•»sssr*«... 

• H/NTS AND TIPS FOfl THE urccr 




► SWITCHBLADE II 

A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro, the last 
of the Bladeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 




► TEAM SUZUKI 

Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a 500cc Team 
Suzuki motorbike in this 
amazing arcade sim. 




► B.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 




GAMES AND GET FREE SOFTWARE 




If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or* 2 games from 
the following: 

► VENUS THE FLY TRAP 

► ULTIMATE GOLF 



► HERO QUEST 

Take up the challenge to 
become a hero and enter the 
underground realm of the evil 
wizard Morcar in this absorbing 
role - playing fantasy game. 



► 
► 
► 
► 



IMPOSSAMOLE 
FOOTBALLER OF THE YEAR 2 
SKIDZ 




►TOYOTA CELICA GT RALLY 

This is the most realistic, breath- 
taking Rally Sim produced to 
date. Quick reactions and driving 
skill are a must for this stormer! 




SUPER CARS 

(Please remember that the 6 game* above are 
available with a 24 issue subscription only). 

NB: The free software offer is available to UK 
residents ONLY 

Your loftwirr choice will be mailed intel) 10 
your fini nujcmne, pleatr ilkiw 28 diyi for delivery 



J* 
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SUBS RATES SUMMARY 



12 issues (UK Residents only) £29.95 

24 issues (UK Residents only) £55.00 

12 issues (Air Europe) £35.95 

1 2 issues (Rest Of The World) £49.95 

We ■ ■ u>i -! dui dvtwb rcaden pjy by It — an . i .. w . .. . Order 

Place your order by completing the coupon, or 
send your detuk on a postcard, or ring our special 
24 Hour Ordcrhnc Service on 0858 410 888. 

SJ»C«m«: U'yxi'n na a»ifi.iri. «K»d \.«Ji iinnun vi»i nuy 
end ( X «f Bne i. itmw a rim tx nr*j il tw J inradrd ■ 




►lotus esprit 
turbo challange 

Feel the thrill of accelerating 
from 0 to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbo! 



TO : THE ONE FOR AMIGA GAMES 
SUBSCRIPTIONS DEPARTMENT, 
PO BOX 500, LEICESTER, 
LE99 0AA 



NAME 



ADDRESS 



POSTCODE 



I would like a subscription for 

12 issues please tick box 

I would like a subscription for 

24 issues please lick box 

Please start my subscription for the 
- (enter month) issue. 



R#nent Alan Wete IntematoriaL MernberTrie House. 



My game choice is (please tick box): 

SwrtthbiadeU □ 

iouuiuJfc10 

Hero Quest □ 

scute code 11 

TeamSuaJd □ 

someccde 12 

KSJare Seymour □ 

Kxratxde 13 

ToyotaGefca □ 
GTRaJy 

scuwaxfe M 

Lotus Esprit □ 
TurooChalange 

scutemde 15 

I enclose a cheque/postal order made 
payable to EMAP IMAGES 

for £ 

Please charge: £ to my 

ACCESS/VISA/DINERS CLUB/AMEX 

Card Number 
Expiry Date: 
Signature: 

Farixfcnflca3.MarkeiHaftoojgh.Leces>erl^16S^ 



Venus The fly Trap □ 

swrectxte 16 

UtomateGorf □ 

soiro code 17 

Impossamole D 

sewmde 18 

Fbotija»erOnbeYear2 □ 

soup rode 19 

SWdz □ 
Super Cars □ 

scutetode 21 
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DOUBLE VALUE 

TWO DISKS FOR THE PRICE OF ONE 



That's right. At no extra cost, the June 
issue of CU AMIGA will boast not one 
but TWO action-packed disks of white- 
hot AMIGA entertainment. Unlike 
other Amiga magazines, who put up 
their prices whenever they include an 
extra disk, there WILL BE NO PRICE 
INCREASE WHATSOEVER. Two disks for 
only £2.95! 
But that's not all. Our June issue 
will be every games 
player's dream. 
Weighing in at a 
massive 180-pages, the 
mag will be packed 
with all the usual top- 
quality news, in-depth 
previews, exclusive reviews and as 
many hints and tips as we can cram 
in. 

We'll also be ADDING to the 
magazine by bringing you a whole 
wealth of entertaining articles that 
tell you exactly how to get the very 
best from your computer. And that's 
not even counting a special 24-page 
supplement that takes a close up look 
at the world's best home computer. 

Remember: Double the value, 
double the coverage, and at no extra 
cost to the readers. 



FREE 
FULL AMIGA 
GAME 

THE MIIRRORSOFT 
BLOCKBUSTER GRAVITY 




To help 



PARTY TIME 

celebrate the changes happening to CU we've 
lined up a double disk of the best m Amiga 
entertainment, utilities and programs, for 
starters we've got A WHOLE GAME. Not just any 
game, mind you. Those lovely people at 
Mirrorsoft have given us GRAVITY, a smash hit 
and one of the best sci-fi arcade strategy games 
ever. Believe us, you ain't seen nothing yet 1 
What's more we've also lined up a playable level 
of Core's brand new Ikari Warriors-type blaster, 
Warzone - a game that'll literally blow you 
away. On top of all that, we've also got lots of 
brill utilities that'll let you get the most out of 




your Amiga. Learn how to program, create 
graphics and sample sounds - we'll help you 
unleash the power in your Amiga! ! 

Still in a party mood, we've also 
commissioned a 24-page supplement which'H 
tell you all you need to know about the Amiga. 
Each page will be crammed with useful 
information, tips and a run down on which 
software programs get the CU seal of approval. 



We aim to 



WHAT'S NEW? 

be the Ultimate Guide to the Ultimate Computer. 
We're also going to make computing fun Each 
month well be taking a look at all the new 
hardware and software packages in an 
authoritative and comprehensive manner. We'll 
guide you through each package, tell you how to 
use it in easy-to-follow guides, in a manner which 
will be ideal for the beginner and satisfying for 
the enthusiast 



AMOS 



AMOS has quickly established itself as the top 
programming language for the Amiga We'll be 
showing you how to get the most out of AMOS 
and keeping you informed of all new 
developments and updates. Look out for a special 
feature on AMOS 3D, soon to be whizzing its 
way into the softshops. 
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Q&A Got a problem? Then send your 
queries into our new Technical Editor who's a dab 
hand at solving anything from printer problems and 
virus infections to advice on the best memory 
expansions or DTP packages 

GRAPHICS We'll be taking a 

look at state-of-the-art graphics on the Amiga. 
We'll show you exactly what your machine is capable 
of and feature the work of topographic artists in a 
fun section which will tell you everything you 
need to know. 




M SOUND 



Fancy adding a 
backing track to the game you've 
created on AMOS? Or sampling bits 
of music from top albums or CDs' 
We'll tell you how it's done. 



PD 



We've already got the best PD section in 
any mag, but it's just got better. From our next issue 
we'll also be covering all the best PD utilities - some 
of which are better than full-price software' 



HARDWARE 

From memory expansions to colour 
printers, each month CU will tell you 
which are the best buys and show you 
how they work. We'll be sorting out 
the good from the dross. All of our 
reviews will make comparisons to 
similarty pnced items, and we'll tell you 
exactly how useful they are. 



CDTV Set to revolutionise 
the home computer, Commodore's 
CDTV will take Amiga owners into 
the forefront of the computer 
revolution. Each month we'll show 
you the latest games, the best 
software, and keep you up-to-date 
on just when you can get your 
hands on the CDTV expansion pack. 

EDUCATION 

The boom m education software has 
thrown up an increasing number of 
education programs. Our new 
review section will cover all the 
new releases. 



CU Amiga scoops the world with an 
exclusive in-depth look at Electronic 
Art's amazing new graphics package 
DELUXE PAINT 4. 
Stand by to be amazed. 





180 PAGES, 2 DISKS, 
24 PAGE SUPPLEMENT, 
ALL FOR £2.95. 
WHAT MORE CAN WE SAY ! 

ON SALE 26TH MAY 





Quick, switch off your computer and go out for 
the evening! Too late, here comes... 

BRIAN Msmrs 

HELPING HANDS 



HMM... IT SEEMS THAT LAST MONTH'S NEW-LOOK, easy-to-use Tips section 
wasn't quite as easy-to-use as I first thought. I'm not sure where you got 
the idea that the Contacts section was an all-purpose home for every last 
hints and tips query you have, but anyhow - here's the way it is.... 
The address to send everything to is: The One For Amiga Games, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 

However, depending on your particular need, your envelope should be 
marked as follows: 

For any Cheats (such as 'Press the Space Bar while standing on your head and 
drinking a glass of water for infinite lives') head your envelope: CHEATS (you 
see, this is simple really!). 

For any Questions (or answers to them) head your envelope: HELPING 
HANDS. I will do my best to print a response, but if it's beyond even me then I 
will ask your fellow readers to lend a hand. 

For Contacts head your envelope: CONTACTS (it's getting even easier!). I 
can't guarantee that your name will be printed, but if you would like me to 
consider you for the following month please say so clearly on your letter. 

Incorrectly headed envelopes will simply be discarded, so pay attention. 
Honestly, it's like talking to myself sometimes... 

invent on the workshop and 
when your men leave, click 
on it again. This often makes 
a catapult immediately. The 
cheat only works once on 
each island though. For a 
more in-depth guide to this 
Bullfrog classic, turn the 
page. 

FROM: DAVID WELCHMAN, 
ESSEX 



CHEATS 



TOTAL RECALL 

When the title screen 
appears (that's the one with 
Arnie's face on it), type 
LISTEN TO THE WHALES. This 
gives you infinite energy on 
the platform levels. For the 
driving sections, pause the 
game and type JIMMY 
HENDRIX (OK, so his name's 
Jimi, but that's what you 
type). 

FROM: GRAHAM JOSEPH, 
FARNBOROUGH 

BRAT 

To get onto the later levels 
use these codes; 
Toy Land 

Level 1 - BISHIGMO 
Level 2 - MIHEMOTO 
Level 3 - SASUTOZO 
Level 4 - SUMATZEE 
Park Land 

Level 1 - NOKITAGO 
Level 2 - ITSANONO 
Level3-MOZIMATO 
Level 4- HOZITOMO 



Moon Base 
Level 1 - MOKITEMO 
Level2-ZUMOHATO 
Level 3 - CHANASTU 
Level 4 - NAGAITSU 
FROM: STUART BUTCHER, 
WEST MIDLANDS 

ROBOCOPfi 

During the intro type SERIAL 
INTERFACE. Then, once the 
game starts, 'F9' tops up your 
energy and 'F10' skips levels. 

GOLDEN AXE 

Play in one-player mode, but 
with two joysticks. When you 
are about to die press fire on 
the other joystick to continue 
with three more lives. 

Z-OUT 

During play, hold down 'J' 
and press '1 '-'6' to skip levels 
and T-'3' on the numeric 
pad to go to different stages. 

POWERMONGER 

When you wish to 'invent' in 
double-quick time, click 



CHUCK ROCK 

Press 'Caps Lock' and type in 
one of the following: 
ESTRANO - for flying mode 
MORTIMER -for zone 
selection 

UNCLE SAMS - for infinite 
energy 

TURN FRAME LEE - for level 
select 

LIVE IS MY DREAM -for 

infinite energy 

FAST AINT THE WAY -for 

infinite energy 

ITS FAIRLY BOWBELZ - for 

infinite energy and 

SHE LOVES CLEANING 

WINDOWS - for infinite 

energy 

FROM: JEROEN VAN VLIET, 
HOLLAND 



BACK TO THE FUTURE III 

Type these cheats in during 
the story before the chosen 
level starts: 

Level 1 - ROTTEN CHEAT 
Level 2 - LOUSY CHEAT 
Level 3 - LOW DOWN CHEAT 
FROM NICK SMITH, 
LONDON 




Dear Brian, 

1. How do you acquire the 
flames on Targhan to destroy 
the evil one? 

2. Has anyone any idea 
where the mother alien can 
be located in any of the 
levels in Infestation! I've had 
this game for three months 
now and I get the feeling 
that she can't be found on 
any level. I suspect she's not 
in any room, so she's either 
on the ceiling or outside on 
the moon's surface. Maybe 
she's not in it at all. Can you 
help? 

Martin Lond, Skipton, N. 
Yorks 

• Typical. The first letter out 
of the sack and it gets us all 
stumped. It's time to turn 
things over to the readers. 
Can you help out? You know 
the address. 

Dear Brian, 

I am stuck on a particular 
section in Venice in Indiana 
Jones And The Last Crusade 
(The Graphic Adventure). I 
can get into the catacombs, 
but I cannot think of any way 
to.open the grating. 
Gareth Ashley, Bardsey, 
Leeds 

• The catacombs are a lot 
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larger than you think. If I'm 
correct, you haven't found 
the entrance to the second 
level yet. First you need to 
get the bottle of wine from 
the table in the restaurant 
Next take it to the cavern 
filled with water and fill the 
bottle. Use the bottle on the 
torch on the wall and then 
pull it You should find 
yourself on level two. The 
rest, you'll have to work out 
for yourself. 

Dear Brian, 

I have played and enjoyed 
Rick Dangerous very often, 
but I am stumped in one 
room in the second stage 
(Egypt) I've enclosed a map. 
G. White, Mereworth, 
Kent 

• The trick is all in the timing. 
The best way of dodging the 
spears is to time your jumps 
so that the sounds are in 
synchronisation with the 
sounds of the spear firing, 
then duck when you reach 
the second platform. 

Dear Brian, 

I am writing to ask if there is 
anyone who can help me out. 
I am having some trouble 
with Shadow Of The Beast 2. 
I can get into the crystal 
caves and then something 
starts yelping 'Intruder draw 
back the drawbridge' and I 
cannot get by it. It is driving 
me insane and I am about to 
snap my disk. 
Mark Johnston, Erskine, 
Scotland 

• You need to get the axes 
from the Ogre. Then, when 
the drawbridge starts to 
retract jump and fire them 
at the person on the other 
side. You only have about 10 
seconds to kill him, so act 
quickly. 



Let's make one thing clear. Whatever 
impressions you may have been given 
about this column, it's got absolutely 
nothing to do with any deviant practices 
other than the playing of computer 
games (especially not those involving 
rubber and kitchen implements). If 
you're stuck in a game then there may 
be somebody listed below who can help 
you out - if you're stuck in anything else 
you've only yourself to blame! 
NAME: Max Hicks 

ADDRESS: 63 Mount Crescent. Penllergaer. Swansea, 
Wales, SA4 1BG 
TELEPHONE: (0792} 891372 
TIMES: Monday to Saturday after 6.30 pm 
Games: Afterburner, AMC, APB. Archipelagos, 
Arkanoid, Arkanoid II, Awesome, Back To The Future 
Part II. Barbarian (Psygnosis), Batman The Movie, Battle 
Squadron, Battle Valley. Beach Volley, Belter Dead 
Than Alien, Beverly Hills Cop. Bio Challenge. Carrier 
Command, Chariots Of Wrath, Chase HQ, Chubby 
Gristle. Cybemoid I, Cybernoid II, Dark Side, Daley 
Thompson's Olympic Challenge, Defender Of The 
Crown, Denaris. Dogs Of War, Dominator, Double 
Dragon, Dragon Ninja, Dragonscape. Dragon's Lair, 
Driller, Dynamite Dux, Dyter-07, Elite, The Empire 
Strikes Back, E-Swat, Exolon, Eye Of Horus, F-29 
Retaliator, Falcon, Fernandez Must Die!, Flying Shark, 
Forgotten World's. Gauntlet II, Ghouls 'N' Ghosts, 
Gravity Force, Hard Drivin', Hawkeye, Horror Zombies 
From The Crypt Hybris. Ikari Warriors. Impossamole, 
Indiana Jones, Interphase, tvanhoe, Karate Kid II, Kid 
Gloves, Klax, Menace, Mickey Mouse, Midnight 
Resistance, Last Duel. Leatherneck, LED Storm, 
Lemmings, Lotus Esprit Turbo Challenge, Navy Moves, 
Nebulus, The New Zealand Story, Ninja Spirit Ninja 
Warriors. Operation Thunderbolt OutRun. P-47 
Thunderbolt, Pacland, Pipemania, Platoon, Rambo III, 
Return Of The Jedi, Rick Dangerous. Roadblasters. 
Robocop. R-Type. Rolling Thunder. Scorpion, Seven 
Gates of Jambala, Shadow Of The Beast, Shadow 
Warriors, Shinobi, Silkworm, Sim City, Skidz, Slayer, Sly 
Spy Secret Agent, Solomon's Key, Sonic Boom, Sorcery 
Plus, Space Ace, Space Harrier, Spherical, Starglider II, 
Starray, St Dragon. Stormlord, Street Fighter, Strider. 
Stryx. Super Cars. Super Hang-On, Switchblade. Sword 
Of Sodan, Test Drive II, Thunderblade, Torvak The 
Warrior. Total Eclipse, Trailblazer. Treasure Island 
Dizzy, The Untouchables, Vigilante, Virus, Weird 
Dreams, Wizball, X-Out, Xybots (phew!). 
NAME: David Trewick 

ADDRESS: 6 Stonehaugh Way, Ponteland, Newcastle- 
Upon-Tyne. Northumberland, NE20 9LX 
TELEPHONE: (0661)72282 
TIMES: After 6pm 

GAMES: Arkanoid 2, Batman, Castle Master, Chase HQ, 
Cybemoid, Elite, F-19 Stealth Fighter, Fantasy World 
Dizzy, Ghouls 'N' Ghosts, Golden Axe, Hard Drivin'. IK*, 
Lemmings, Midnight Resistance, Narc, New Zealand 
Story, Nitro, Operation Thunderbolt Operation Wolf, 
Rick Dangerous, RoboCop, Shadow Of The Beast, 
Shadow Of The Beast 2, Silkworm, Speedball 2, Strider, 
Universe 3, The Untouchables, Venus The Flytrap. 
NAME: Stuart Preece 

ADDRESS: 4 Crosby Road, Radcliffe, Manchester, 

Lancashire, M26 OJL 

TELEPHONE: 061-764 7848 

TIMES: 10am to 5pm Saturday and Sunday 

GAMES: 3D Pool, Awesome. B.A.T., Flood, Golden Axe. 

Midnight Resistance, Narc, Shadow Of The Beast II, 

Stunt Car Racer, Speedball II, Supremacy, Switchblade, 

North And South. Turrican, Turrican II, 

NAME: M.E.Bosson 

ADDRESS: 88 High Street Colton, Rugeley, Staffs 



WS15 3 LB 

TELEPHONE: (0889) 582293 

TIMES: 4pm to 8pm Monday to Friday, Sunday 

Afternoon 

GAMES: Buck Rogers, Cadaver, Dragon's Lair II, Dragon 
Wars, Future Wars, Nlghtbreed - The Action Game, 
Operation Stealth. Time Machine, Shadow Of The Beast 
II, plus tips and pokes for hundreds of other games. 
NAME: ThureinNeWin 

ADDRESS: 30 Cowley Drive, Woodingdean, Brighton 

East Sussex, 8N2 6WB 

TELEPHONE: (0273)301936 

TIMES: After 6pm Weekdays, After 3pm Weekends 

GAMES: Atomic Robokid, Awesome, Full Contact, 

Ghouls 'N' Ghosts. Monty Python, Nitro, Operation 

Stealth, Rick Dangerous, Shadow Of The Beast II, 

Teenage Mutant Ninja Turtles, Turrican II, Xenon II. 

NAME: John Crawford 

ADDRESS: 15 Whappstown Road, Moorfields 

Ballymena, Northern Ireland 

TELEPHONE: (0266) 891643 

TIMES: After Spm Weekdays 

GAMES: Barbarian, Batman The Movie. Leisure Suit 

Larry, Midnight Resistance. Nebulus, Overlander. 

Populous, Prince Of Persia, Rick Dangerous, Rick 

Dangerous 2, Shadow Of The Beast Shadow Of The 

Beast 2, Speedball 2. Super Hang On, Test Drive 2, 

Treasure Island Dizzy. Turrican. Turrican 2. 

NAME: Paul A. Hardy 

ADDRESS: 33 Fir Tree Drive, Wales, Sheffield. S31 BLZ 
TIMES: Sensible hours only. 

GAMES: Baltletech, Beyond Zork, Champions Of Krynn, 
Dungeon Master, Escape From Singe's Castle, Gnome 
Ranger (part one), Indiana Jones And The Last Crusade 
(adventure), Ingrid's Back, Joan Of Arc. Journey, Knight 
Ore (part one). Legend Of Faerghil, Lords Of The Rising 
Sun. Lords Of Time. Millennium 2.2, Myth, Operation 
Stealth, Powermonger, Red Moon, Rocket Ranger, War 
In Middle Earth, Wishbringer. Zork Zero. 
NAME: Seamus Slater 

ADDRESS: 'Capri', George Street Shoeburyness , Essex 
SS3 9AB 

TELEPHONE: (0702) 294383 
TIMES: Strictly 6pm - 9pm 
GAMES: Awesome, Chaos Strikes Back, Corporation, 
Elvira Mistress Of The Dark, Gods. Killing Game Show, 
Lemmings. Midwinter, Operation Stealth, Panza Kick 
Boxing, Prince Of Persia, Shadow Of the Beast I & II, 
Sim City, Simulcra, Speedball II, Z-Out. Cheats for most 
games and technical problems for the Amiga 500. 
If you can keep your head when all about you are 
losing theirs... If you can solve the worlds most 
complicated adventure while simultaneously playing 
Stargate with one hand... If you can find cheat modes 
for a game that isn't supposed to have any... Then, my 
son, you're a bit of a clever-clogs aren't you? So why 
don't you make up for being such a know-all by 
sending us your details in the following style: 
Name: 
Address: 

Telephone Number 
Times To Call: 

List Of Games (in alphabetical order): 
In return for your generosity we'll send you a free 
piece of software (ain't that nice?). Send everything to: 
Contacts, The One For Amiga Games, Priory 
Court, 30-32 Farringdon Lane. London, EC1R 3AU. 

WARNING!!! 

Listen up folks. If you're going to send us your 
telephone number for publication then please make 
sure you have your parent's permission. If you are a 
parent, then please make sure you have your parent's 
parent's permission. If you are a parent's parent then 
make sure you have your parent's parent's parent's 
permission... do you think we've laboured the point? 
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TELEPHONE TIPS 

Over the past few months The 
One's offices have become 
completely swamped with 
telephone calls - most of which 
are tips-related, Unfortunately, 
it's now getting to the point 
where we're spending more 
time answering calls than we 
are writing the magazine) So 
we're going to have to put a 
stop to this. If you do have a 
valid reason to get in touch, 
please try to make your call 
between 4.30pm and 5.30pm on 
Friday afternoons, when either 
myself or someone else in the 
office should be free. If it's tips 
information you want, you've 
got a better chance of receiving 
a reply if your query is written. 





MINDSCAPE 
NABS MARIO 

IN WHAT MUST BE SEEN as the coup of the 
century, Mindscape has become the first 
company to win the rights to use Nintendo's 
world famous Mario character on any format 
other than the Japanese giant's own consoles. 

However, before you get too excited, the 
agreement doesn't allow the US publisher to 
develop any Mario-based games: instead, the first 
result of the link up will be an 'edutainment' (the 
new buzzword for educational software) package 
entitled Mario Is Missing, where the less famous 
twin Luigi goes in search of the miniature plumber. 

Mindscape is however excessively pleased about 
the arrangement, with UK boss Geoff Heath 
commenting: "We are pleased that Nintendo and 
ourselves will be expanding an already close and 
successful relationship. We expect to offer personal 
computer users their initial opportunities to 
experience the Mario Bros, first hand." 

Although this first package is initially aimed at PC 
owners only, the very fact that Nintendo has 
allowed Mario this much freedom can only be a 
good thing for computer users everywhere. We'll 
bring you further developments as they happen. 

THE SHOW GOES ON 



THE LONG- 
RUNNING series of 
16-bit Computer 
Shows continues to 
go from strength to 
strength: the Shows' 
organiser, 
Westminster 
Exhibitions, has just 



announced that more 
than 32,000 people 
attended last month's 
event. 

The next in the series 
will take place at the 
Wembley Exhibition 
Halls between July 10th 
and 12 th. 




AH IMPOSSIBLE 
DREAM? 

Well now, here's something of a first, a game from one of us! 
Yep, that darling of the software media and all round friend of 
the stars, Jools Watsham, has been spending what precious 
little time we give him to himself, 
completely designing and 
drawing the graphics for his very 
own platform game, 
imaginatively titled Impossible 
World. 

The irrepressible Mr. Watsham 
describes it as, "The home computer's 
answer to Sonic and Mario... only 
much, much better!'. That, however, 
remains to be seen. Impossible World 
is the result of almost half a year's 
work and it's undergone many, many changes since Watsham started 
- including being first a manic shoot 'em up, followed by a 
Lucasfilm-style adventure game. Eventually he settled on a platform 
romp and with the help of Gareth Vilday (music and design), Paul 
Matthes (FX) and Arcane Design's Simon Cook heading up the 
programming side, Impossible World has blossomed and attracted 
several interested parties, Core was rumoured to be nibbling at the 
bait at one stage, but pulled out due to a few similar projects already 
underway, but the top contender at the moment is Rod Land 
publisher, Storm. 

"It's all come as quite a shock to the rest of us at The One", exclaims 
long-time companion Paul Presley. "He was always such a quiet lad 
and would often disappear for hours on end into the games room. We 
just thought he was playing Anco's Strip Poker or leafing through his 
body-building magazines. We had no idea he was loading up DPaint 
III and messing around with sprites." Close friend and tips supremo 
Brian Nesbitt wasn't in the least surprised though, "I always knew 
Jools had it in him - believe me, I've often tried to pull it out but with 
no luck. He's been in a prime position to check out what's happening 

with the competition for some 
time and ! could often hear the 
cogs creaking in his skull as he'd 
nick ideas left, right and centre." 

Impossible World is planned 
for a Christmas '92 release, 
providing Watsham and Co. can 
strike a firm deal with someone. 
Anyone interested in snapping 
up the young talent and likes 
what they see on this page should contact The One. 

AN APOLOGY 

in the February issue of The One (issue 41) we printed a 
lessrthan-complimentary review of Anco's Tip Off. In the review 
Paul Presley compared the game to Anco's earlier hit Kick Off, stating 
that both games were 'chock-full of bugs, inadequacies and mistakes'. 
It was not our intention to imply that the original Kick Off was a dire 
game, far from it. Kick Off is still one of the most playable football 
games ever, surpassed only by its older brother, Kick Off Z. 

We have also been asked to point out that Dino Dini, programmer of 
both Kick Off and its sequel, was in no way connected with Tip Off 
and while we stand by the comments made in the aforementioned 
review, we wish to apologise to Dino for any inconveniences that 
have been caused and say how much we are looking forward to Kick 
Off 3. 
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PLAYER'S 
GUIDE 






THE BEGINNING 

BEFORE PLAYING A GAME 
seriously, 'begin' and 
watch the other armies on 
the map. It is often 
advantageous to try and 
establish an alliance with 
the stronger side (which 
you could break at a later 
time). Watch which 
villages are attacked first 
and which paths the 
armies walk, then you can 
decide how best to start. A 
good start is vital. 

When you begin you 
will have less food and 
men than any other army 
on the map - you should 
attack the nearest sma 
village and recruit all the 

ftifin tn hi int fnr fnrtri 




This month's Player's Guide takes a look at 
one of the finest strategy games to come 
along since Populous. Take it away Matt 
Sullivan 
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INITIALLY YOUR ARMY 
i is poorly equipped, imder- 
| manned and inexperienced. 



VILLAGES PROVIDE A 
h GOOD source of supplie: 
from food to weapons lo 



new recruits. 





FOOD 



When you start the game 
you always begin with a small 
amount of food. Killing sheep is the 
easiest method of gaining more 
food. Farming takes too long and is 
not a practical use of manpower. It 
is better to recruit the soldiers and 
attack other villages that have 
spent time farming. Use the 
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question mark icon to check how 
much food a village contains. 

Computer controlled captains 
always carry large amounts of food. 
If you see a captain roaming around 
the map without an army then 
attack as the food he was carrying 
will be dropped in the form of a 



sack of grain. These sacks can often 
be found after battles and the 
computer never collects them. 

Never trade for food unless you 
are really desperate and then make 
sure you only trade pots or you will 
make the job of attacking the 
computer's armies much harder. 



PLAYER'S 
GUIDE 




INVENTIONS ARE 
CRUCIAL to (he success 
of a campaign. Bows, lor 
example, ate a very 
effective long range 
weapon. 



FIGHTING 

THE MOST IMPORTANT FACTO 




THE MOST IMPORTANT FACTOR to 
consider in a fight is the safety of 
your own captain. If a fight is going 
badly, try to run away! This is always 
possible if your captain is not 
involved in the fighting and works 
in your favour, as once the other 
army's captain is dead then the 
soldiers will try and run away. 

Weapons are also important to a 
fight - a soldier with a sword can kill 
up to three unarmed men. Bows are 
useful if you have larger numbers of 
men and high aggression because 
they can wipe out huge numbers of 
soldiers before they reach your 
army. A useful tactic is to attack an 
army when you are some distance 
away from them. Then, after your 
men have fired a volley of arrows, 
turn and run as this will often 
weaken a larger army quite 
substantially. 

To walk past an army without 
attacking it (or vice versa), put your 
aggression factor down to one. Try 
to walk around the outside of the 
main body of the enemy and keep 
using the movement icon so that 
your army will not turn and fight. 
The computer army will turn too 
late, once you have walked past it 

After certain fights you may 
capture captains. They are often 
best used to spy on the largest army 
on the map so you can see where its 
forces are deployed. Be sure to 



remove your captain from the army 
he is spying on before you attack. 

Another use for captains is to 
give them a small amount of 
soldiers and send them around the 
back of an army. If you then attack 
with the main force, the computer 
army's captain will be left 
undefended at the rear. 

Don't build boats if you can help 
it, build weapons and either wait 
for a computer army which has 
boats to attack you or attack them. 
Either way, you can then collect the 
boats that are left behind. Collect all 
the weapons that are left after a 
battle. 

If you are fighting a village, use 
aggression level one so that you 
leave some men there. If you are 
attacking a larger town or city and 
you begin to lose, switch to 
aggression level two. If you are 
fighting an army that is not in a 
village then use aggression level 
three: there is no need to leave 
them alive, especially if they are just 
going to go around attacking other 
villages. 

If a village you control just makes 
pots, recruit all the soldiers you can 
from it and move on to another 
village that provides something 
more useful. 

To get the maximum use from 
inventing, recruit all the soldiers In a 
village and then invent so that 
instead of two teams inventing 
different things in one village, you 
just have one larger effort. 



Also, attack trees to prevent an 
enemy village from building a lot of 
weapons. When the enemy builders 
spread out to find trees, it is then 
easier to pick them off one by one. 

The best way to win fights is to 
get a catapult or a cannon. While 
inventing, set your aggression level 
at three until you create one. 
Cannons and catapults can destroy 
up to 10 to 15 men with one shot, 
but can also destroy houses and 
workshops (along with their food 
and inventions). If a computer army 
gains a catapult, take extreme care! 

Make sure that you save the 
game before you go into a large 
battle, then if you don't win it 
doesn't matter. Also, save after you 
win a battle so that you don't have 
to risk re-losing it at a later date. It 
is also advisable to rest your army 
before engaging in a major battle, 
as this can often greatly affect the 
outcome. 

If the game ends up with one 
huge computer army running 
around the map while you try to 
avoid being hacked to pieces, carry 
on avoiding the army by running to 
the opposite end of the map and 
start inventing catapults. The large 
army will walk down towards you 
so, before they arrive, run to the 
other end and invent there. Repeat 
this until you. have a catapult, then 
attack the army from a distance (as 
described above), run away and 
carry on until the army is a more 
manageable size. 
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CHEAT MODE 

AS SOON AS YOU'VE STARTED THE GAME, look straighi down (5HIFT- 
L), then press the right (action) button a number of times (between 12 
and 25 should do the trick) until you hear a noise; then look straight 

forward. You'll see four coloured squares on the ground ahead. 
Throw rocks at them for a choice of infinite revitalisation, all 10 keys, 
rock travel or the end-game sequence. 



TREASURE TROVE 

LOOKING FOR EXTRA POINTS? Here's where you can 
find the treasure: 



TREASURE LOCATION 

1 0 gold bars Pentacie Vault 

Crown Display Chamber 

Sceptre Display Chamber 

1 large gem Dragon's Hoard 

1 large gem Display Chamber 
4 small gems Dragon's Hoard 

2 small gems Display Chamber 

1 small gem Torture Chamber (rack) 
1 2 coins Dragon's Hoard 
6 coins Cellar Corridor (slot) 

2 coins Igor's chest 
1 coin Priest's Hole 
1 coin Under Staircase 
1 coin Kitchen (larder shelf) 
1 coin Cellar Steps (behind second flight) 
1 coin Lavatory 
1 coin Wizard's Hut (but only after you've been 

on the church roof) 



Although 3D software technology has only 
recently become fashionable. Incentive has 
been there right from the start. This month 
sees the launch of its very own Freescape- 
based construction kit (see review), so 
what better excuse could we find for the 
programming team to take us on a trip 
through one of its classics? 

BUSTIN' FOR BEGINNERS 

THE EVIL MAGISTER has incarcerated your 
twin brother/sister in a room somewhere 
within Castle Eternity - and you're there to 
play the part of Heroic Rescuer. The only way 
you can rescue him/her is by defeating 
Magister and all his ghostly chums. 

Unfortunately, you only have a limited 
amount of strength, which is sapped every 
time you a) fall heavily or b) encounter a 
spirit. It's vital to keep your strength up - by 
eating food, drinking potions or simply 
visiting the hospital, gym or barracks. 




THROUGH THE KEYHOLE 

MOST OF THE MORE IMPORTANT ROOMS are barred 
by locked doors. This is where the keys are: 



KEYS 


WHERE FOUND 


OPENS 


Gold 


Church Roof 


Granary Chest 


Gold 


Hut Chair 


King's Solar 


Gold 


Pentagon Vault 


Final Room 


Silver 


Well 


Library Door 


Silver 


Igor's Chest 


Stairs 


Silver 


Shrine 


Stairwell 


Gold 


Under Trojan Horse 


Barracks 


Silver 


Hay Barn 


Stairwell Exit 


Silver 


Kitchen 


Igor's Room 


Gold 


Vault Vestibule 


Final Cell 
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Staircase ■ 


Library ^Armoury 


Courtyard 


Hospital 


_ 1 


_] 
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is 
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Level 2 
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Great Hall 



Lett 



Right 
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o_ H „, i Stair 
Pottery | we( | 



Wash j ' 
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GRUB AGAINST GHOSTS 

FOOD GIVES STRENGTH and points: 2,500 for each 
tasty morsel of cheese and 5,000 for any other kind 
of food. Here's where you'll find it - but be warned, 
some of it is poisoned: 



LOCATION 

Smithy 
Stables 
Chapel 
Hut 

Corridor 
Curing Room 
Carpenter's 
Inn 

Igor's Room 
Corridor 
Kitchen 
Larder 
NW Tower 
NE Tower 
SW Tower 
SE Tower 
Catacombs 



QUANTITY 



TYPE 



1 (Cheese) 

1 (Cheese) 

1 (Cheese) 

1 (Cheese) 

1 (Cheese) 

2 (two Fish) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 

1 (Cheese) 

2 (Cheese) 
9 (three Cheese, six assorted) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 
1 (Cheese) 
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PENTACLE POWER 

THESE ARE THE LOCATIONS of all the Pentacles: 

Cavern (Well) 
Cavern (Wizard's Hut) 
Cavern (Pool) 
Cavern (Boulder) 
Cavern (Pulpit) 
Gatehouse Ledge: left Ledge, behind you. 
Junk Room: on shelf. 
Display Chamber: entered from above! 
Dragon's Hoard: revealed after collecting green gem. 
Bell Tower: pull bellpulll 



1 Junk room 1 


North Pas&aga 




Dtstfay 
charm) 

_ 1 


Courtyard 


Im 



tumor 



Level 3 



Sotti Passago 



9 



Carp- 



well 



I hoard 



SPOOK CITY 

THE CASTLE-DWELLER'S GUIDE to spook locations: 
SPIRIT LOCATION HIT POINTS 



Courtyard (in flag) 
Stable 1 
Main Hall 
Hospital 
King's Solar 
Granary 
Dragon Room 
Igor's Room 
Baths 

Vault Vestibule 
Curing Room 
Gym 
Stores 
Lobby 
Armoury 
Spirits' Abode 
Hut Cavern 
Well Cavern 
Pool Cavern 
Pulpit Cavern 
Boulder Cavern 
Torture Chamber 
Wine Cellar 
Dungeon 



six (dragon; eyes, teeth, horns 
six (Igor; head 



one (three individua 
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WORK IN PROGRESS 
GOES WILD! 



We peek behind 
the scenes at 
four of the 
hottest forth- 
coming sames... 

Populous 2! 

RoboCop 3! 

Indiana Jones 
And The Fate Of 
Atlantis! Core's 

Thunderhawk! 







Keep ahead of the same with The One 
next issue on sale June 26th 




Over 50*00 have j oined Special Re serve the club which offers more for less with no obligation to buy. 

J*J I I^EMKMl I /-v. 

I — — I IU^P—jC'. 

m'fk 




10.99 




7.99 



10.99 



6.99 



5.99 



9.99 



We only supply members but you 
can order at the same time as joining 

£6.00 membership includes: 

NRG colour magazine, with News. Reviews & 
Graphics and featuring ihe adventures ol ihe Neu- 
Reai Garnets Cyberpunk streei gang. NRG is sent to 
atl members bi-monthly and includes the Special 
Reserve top ten charts, a release schedule ol 
forthcoming games and a full catalogue of club offers. 
7-Day Sales hot-lines. 9am lo 8pm weekdays. 9am 
lo 5pm Sat. 10am lo 5pm Sun. 0279 600204. 
Enquiries hot-lines, dedicated to after-safes service. 
9am la 5pm weekdays. 0279 600205 
Fast despatch of stock items. Over 40.000 games in 
stock. Games sent Individually wrapped 
Written receipt ot order, and we issue refunds on 
request in the event of any delay. 
Best Prices and Best Sen/Ice, that's why over 
50,000 people have joined Special Reserve. 

ANNUAL UK MEMBERSHIP QC f)f) 
UK £5.00 EEC £8.00 WORLD £10 00 &U.I/1/ 




1 Annual subscription fo XS NRG is Just £14.99 tor 
Special Reserve members only. The price includes: 

colour review magazine for 
Amiga. ST and PC users. Each issue is packed with 
reviews of new games (and soma of the best older 
ones} and utilities. There's more about the NRG streei 
gang plus cheat modes, bulletin board and club letters. 
Vbu get more from the dub with XS NRG.... 
* sets or tlQ money e,'f coupon*, redeemable 
against Items bought from Special Reserve. 
#o"e»Wr»f>(tffc"i d/s*» of pre-release or latest titles. 
That's 1 8 reasons to buy XS NRG..-- heres two more: 

OR we'll give you XS NRG PLUS... all lor £29.99. 

XS NfK • di*ks t coupon* * f^ouleut - 5?m Oiv 



Enter XS NRG and pay C14.99. 
Or en|8' XS NRG PLUS at C29.99. 
These offers apply to UK only Special 
Reserve Tiomoetshlp Ib not irvSudeO 
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WE ONLY SUPPLY MEMBERS BUT VOU CAN ORDER AS YOU JON 

them is a surcharge of vp per game for teiefv*:.*eo orders 

(PLEASE PRiNf IS BLOCK CAPITALS) 



Name — 
Add rasp 



Tel. 



Postcode 

Computer 

Payable to: Special Reserve 
P.O. Box 847, Harlow, CM21 9PH 



Existing members please | 

enter your Membership No. I 

Special Reserve £6 UK. £8 EEC, £10 World 

PLEASE ENTER MEMBERSHIP FEE 



Item 



item 



Item 
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AMIGA A500 COMPUTER SCREEN GEMS 
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AMIGA AMI 512K RAM UPGRADE 

TO' MEG GENUINE ITEM WITH CLOCK 
TECHNICAL DEVELOPMENTS AAOGA 
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I AUTOBOOT WITH KCKSTART 80CKG IS 
FOR 2 MEG OF RAM, SCSI "ITER FACE I . 
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COMKTITICfl PRO EXTRA OLO GREEN 

OUICKJOY JET FIGHTER JOYSTICK 
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NEWS 



MIGROPROSE REACHES 
NEW HEIGHTS 



ALTHOUGH IT'S 
PRIMARILY KNOWN for its 
fast-moving, all-singing, 
all-dancing modern-day 
military simulations, 
MicroProse has recently 
started adding other strings 
to its three-dimensional bow. 

Knights Of The Sky and Silent 
Service II were the first products 
to take the simulation specialists 
back into the past and now, 
thanks to UK-based Vektor 
Grafix, B17 Flying Fortress looks 
set to continue this trip into 
yesteryear. 

Anyone that's seen David 
Puttnam's Memphis Beile will 
have a good idea what B17's all 
about. You are put in command 
of one of the huge World War II 
bombers and not only have to 
deal with keeping the machine 
up in the air and flying in a 
strict formation as the entire 
squadron passes through 
occupied France and Germany, 
but you'll control each of the 
crew's 10 positions as the plane 
is attacked by Luftwaffe 
squadrons and anti-aircraft fire. 
As you control one position, the 
computer takes over the other 
nine, alerting you if something 
happens. Also, as you're in 
charge of the plane, you get to 
issue rewards and promotions 
as you see fit, ensuring that 
each of your crewmen keep 
improving. 

You also get to plan out your 
mission, taking in every little 
detail from crew selection to 
what piece of artwork is 
painted on the nose of your 





plane. The graphics are a stunning mix of detailed animation 
and MicroProse's usual excellent 3D and in some places the 
two are combined to good effect. 

Also being worked on (as reported in issue 40) is the 
simulation/strategy game A.T.A.C. which sees you as 
Supreme Commander of an entire anti-drugs campaign. 

Rather than spearhead national poster 
campaigns and serious telly adverts, you 
have at your disposal an entire army of 
undercover infiltration agents, two fully 
armed attack helicopters, four F22 stealth 
fighter/bombers and a complete secret base, 
hidden deep in the jungles of South 
America. 

From there you have to plan out your 
entire campaign, designing aerial missions 
from scratch and using your agents to gain 
intelligence on the enemy forces. They 
have a full army of resources too though, 
not least of which is money and they can 
buy everything from politicians to hinder 
your campaign to hardware to fight back 
with. 

AT AC is more than just strategy, you 
also get to take part in the missions too 
thanks to the fully realised 
three-dimensional simulation aspect, 
controlling up to four aircraft at once. 
Features such as 3D radar displays and and 
fully-definable external views add to the 
graphical delights and towns, cities, hills, 
mountains and plantations add to the 
atmosphere. 

Both games are still deep in development, 
with B17 due out around June and 
A.T.A.C. around September. 



WIN! A DAY AT AN AIR TOURNAMENT! 

In order to get everyone in the mood for both B17 and A.T.A.C, MicroProse is ottering five lucky winners a free trip to 
this year's Air Tournament International, taking place on the 13th and 14th of June. The event is held every year to raise 
money for the Royal Air Force Benevolent Fund, and ATI '92 will be the biggest ever, include flying displays by over eight 
different formation flying teams from across the world (including the ever-popular Red Arrows), demonstrations by 
B52s, Tornados and, of course, B17s. We can't promise any stealth bombers, but there will be one of the largest ground 
displays of aircraft ever seen. 

To win one of the five tickets, simply send your name, telephone number and address on a postcard (or the back of a 
sealed envelope) to the following address (NOT to us!): ATI '92 Competition, The One For Amiga Games/MicroProse 
Software, Unit 1, Hampton Road industrial Estate, Tetbury, Glos. GL8 8LD. Get your entries in before 28th May 1992. For 
further details on this year's ATI, a recorded information line is available on 0891 122997. Calls cost 36p per minute 
cheap rate and 48p per minute at all other times. British Telecom are donating a sizable portion of the money made on 
each call to the Royal Air Force Benevolent Fund, but still get your parent/guardian's permission to make the call. 



■ Tl If ONE APRIL 1992 



,4320 



AH 


•R'B-U-S 




w i_ Jl 





...to landed. 



developed in cooperation with 

© Lufthansa and Deutsche Airbus 



fne 

NEWS 




It's that time of month when our crackpot 
review team gather together and come up 
with the best titles over the last three 
months: if you're after the best, read on... 



ANOTHER WORLD 

Lester Knight Chaykin is 
a nuclear scientist. Due 
to a massive explosion 
he's engulfed in Another 
World. The use of special 
effects will have you 
enthralled in this real- 
time adventure. 



BLACK CRYPT 

Take a party of four 
around a Dungeon 
Master-esk maze, 
working out traps and 
killing the odd two- 
headed nasty. The state 
of the art in role-playing 
games 

JOHN MADDEN 

AMERICAN 

FOOTBALL 

The crowd roars as the 
quarterback runs to the 
end zone. Experience the 
thrill of it all, with EA's 
latest American Football 
game. Just as good as 
the Mega Drive version. 

HARLEQUIN 

Gremlin's latest platform 
romp calls itself the 
Amiga's answer to Sonic 
and Mario: it looks as if 
this might be true. Roam 
around massive levels in 
search for the pieces of 
the heart of Chimerica. 

MERCENARY III 

Your friend Margaret is 
in strife. She's out of 
office, and there's an 
election soon. The only 
candidate is a shady 
character named P.C. Bil. 
Your mission is to stop 
this character. 



SHADOW LANDS 

You're dead! Not 
completely, but pretty 
close. Your spirit is 
trying to retrieve your 
body, far away in a 
temple. A strange 
scenario, for a great 
game! 




i ti „ , i 



RENEGADE REPLAY 
THE CLASSICS 

IN A MOVE SURE TO DELIGHT newcomers to 16-bit 
computing everywhere, Renegade have announced the 
imminent release of two £25 compilation packs collecting the 
complete, if you will, "works" of the famed Bitmap Brothers. 

The first compilation is due to be released in April/May and has been 
inventively named The Bitmap Brothers Volume One. It will 
comprise of the classic blaster Xenon, the RPG/arcade adventure 
Cadaver and the superb "state of the art" future sports simulation 
Speedball 2. 

The second compilation, to be called (in an inspired leap of 
imagination) The Bitmap Brothers Volume Two, is due to be released 
around September time and will collect the seminal Specdball, the 
arcade-quality 
shoot-'em-up 
Xenon 2 and the 
inspired arcade 
adventure Gods. 

Talking about 
the compilations 
Eric Mat thews, 
founder Bitmap 
and head games 
designer, 
commented 
"This is 

something we've 
wanted to do for a long time." The packs mix and match titles from 
the Bitmaps' early (Xenon, Speedball), middle (Xenon 2, Cadaver) and 

■ late (Speedball 2, 
I Gods) periods, 
« and together 
I provide a 
j complete record 
I of the Bitmaps' 
I output to date. 

Adds 
j Matthews, "We 
a could've 
compiled the 

I, games 
-3< k _C T mi..rail chronologically 

but we wanted 
to mix the games 
up to avoid 

buyers getting two similar games [i.e. Speedball and Speedball 2] in 
the same pack." Matthews also took the opportunity to nix rumours 
that the collections were originally going to be called Ttte Complete 
History of 
Computer 
Games. 



Xenon, 
Cadaver and 
Speedball 2- 
due to be 
released this 
April in Tlte 
Bitmap 
Brother 
Volume One 
compilation. 
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THIS MONTHS TOP TITLES 



TOP TITLES ST 

Half Mea UMnde— JS7A 

1 Meg Cricket — N/A 

3D Constjutiinn Kll .26.99 

41) Sport* Boxing 16 99 

4D 5 pom Dnvine ________.. 1699 

A320A.I.R.B.U.S 23.99 

"Addam* Family _ I. 1.99 

Advaoiage Tennis 16.99 

Agony -..1 8.99 

An Support 16.99 

Alien Breed - 15.99 

Alien Storm 1699 

Alictrd DeMiny 19.99 

Amnio* __._,.___.—______. 15.99 

Another Wnrtd 16 99 

■AXA.C. _399 

■B-17 Flying Fortress 2399 

•BAT II , .23.99 

Bnb> Jo , 15.99 

B.uhanan II (Psynosisl 16.99 

Bard* Tale m 16.99 

-Battle Bound 16.99 

Bailie Command 11.99 

Bank Che** 16.99 

Bank Chess U 16.99 

Batik? I*ie* 19.99 

•Big Run - 15.99 

•Bill Elliot* Oullcngc 17.99 

Bird* Of Prey (Hawk) .23.99 

Block Crypt „ — 16.99 

Blue* BoMher*—..— _._.,.__.... 16.99 

Boston Bomb Club 16.99 

Banna Brother* 16.99 

Caidian 1 6.99 

•Cardinal of the Kremlin 16.99 

Celtic Legend 21.99 

Centunon 1 6.99 

Challenge Golf 16.99 

Chocs hn(ine.™— — ,™__— -.16.99 

Ciiaree of the Light Brigade 17.99 

•Chimo* Revenge 1 5.99 

Conan the Cimmerian 19.99 

•Coven Action 23.99 

Crime for a Corpse ,_ .16.99 

Cyber Rgbi 15.99 

Dacmnnsguic 16.99 

Death Bringer — 16.99 

Dcutcrous _____ 1 9.99 

Disciples ofSiecl 23.99 

DOOM Dragon 3 16.99 

•Dune , 16.99 

•Eco Que»t 27.99 

Elf 15.99 

•Elvira Mistress of the Dark 23.99 

■Erne — _„ -15.99 

Eye of the Beholder Jf/A 

Eye of ihe fleholiler II 2(199 

•Eye of the Storm —.____— 19.99 

Exik 16.99 

FI5 Strike Eagle II , — ,-23 99 

F19 Stealth Fighter™ 19.99 

F29 Rctaliaior _ 15.99 

•F117A 21.99 

Fantastic Voyage ______... 16.99 

Final Fight ,_,_____I6.99 

Fust S-murui _ - 16.99 

Right of Ihe Intruder - 19.99 

•Floor 13 _ 21.99 

Fomiulo One Grand Prix 23.99 

•Formula Onc3D_ 16.99 

Fuuhall 1 5.99 

Gauntlet III 16.99 

Geisha 1 1 H tear* only) 16.99 

Godfather 16.99 



Gods. 

GLoe 

•Gunship 2000 

H«n of Chin* 

Hcimdall .____ 

Hudson Hawk — 

'Hoc* ,,. 

Hatd Nova 

Hunter ...... . .. ... 



.15.99 
.16.99 

23.99 

_.__27.99 

23.99 

_ -15.99 

15.99 

15.99 

,19.99 

■ Indiana Jonc* ( Fate Atlantisl .1 899 

Jimm> White Snooker IB.99 

•Joe Montana Football 16.99 

•John Madden Football 16.99 

King* Quest V _26.99 

Kniglitmare __ 19.99 

Kmglm of the Sky 23.99 

Last NMya III 15.99 

Louder™ _.,_,_ I S.99 

'Leisure Suit Larry V 26.99 

l.cmming* ......16 99 

Lemming* Stand Alone ...16.99 

Oh No More Lemming* 16.99 

Lntd.- the King* 1ft. 99 



AMIGA 

29.99 
1199 
26.99 
16.99 
16.99 
23.99 
15.99 
16.99 
18.99 
16.99 
15.99 
16.99 
19.99 
15.99 
16.99 
23.99 
23.99 
23.99 
15.99 
16.99 
16.99 
16.99 
14.99 
1699 
16.99 
19.99 
15.99 
17.99 
23.99 
16.99 
16.99 
16.99 
16.99 
16.99 
16.99 
21.99 
16.99 
16.99 
16.99 
17.99 
15.99 
19.99 
23.99 
16.99 
15.99 
16.99 
16.99 
19.99 
23.99 
16.99 
16.99 
27.99 
15.99 
23.99 
15.99 
I H.99 
211.99 
19.99 
16.99 
23.99 
19.99 
15.99 
21.99 
16.99 
16.99 
16.99 
19.99 
21.99 
23.99 
16.99 
15.99 
16.99 
16.99 
16.99 
15.99 
16.99 
23.99 
27.99 
23.99 
15.99 
15.99 
15.99 
19.99 
IB.99 
IB.99 
16.99 
16.99 
26.99 
1999 
23.99 
15.99 
18.99 
26.99 
1699 
16.99 
16.99 



TITLE ST 

Low* E*prit II _________ 1 3. 99 

•Lure of the Temptress 16.99 

Maddog Williams 21.99 

Magic pDCkeii ..._.._I699 

ManchcOcr l.'ld Europe .—15.99 

•Maupiii Island 16.99 

Mega Lo Mania 1999 

• Mcgu T_ ins 1 6.99 

Mitroprr.sc Golf — .— 23.99 

Mid- inter II 23.99 

•Might -Magic III 21.99 

•Moonbu.se 22.99 

Mi wmsione - — ,, — ..2 1 .99 

Monkey Island—- 1699 



■Md-tn Island D 

•Myth 

Navy Seals . _-— — 

Outrun Guropa . 

Pang 

Paperboy II 



. 17.99 
..15.99 
..15.99 
.16.99 
-15.99 
..16.99 

•Parasol Stars ... 15.99 

Pegasus 16.99 

PGA Plo. ,N/A 

PGA Data Disk N/A 

Pitrighier 15.99 

Pools of Darkness 21 99 

Populous II _______.______20.99 

Po-errnonfcr - _.. 19.99 

Po-ermonecr WWI Data Disk. 1 1 .99 
Railroad Tycoon 23.99 



R-R'I' Baseball II 
Reach for the Skies. 
Rise of the Dragon.. 
Rohocod— -,____, 

Roto Cop II 

RoboCop 111 

Rnhoranc _____ 



17.99 
.19.99 
.26.99 
.15.99 
.15.99 
.15.99 
.16.99 

Rocketeer 20.99 

Rodland 16.99 

Rolling Roimy ..._-_______.15.99 

Rubicon — 16.99 

Rugby World Cup 16.99 

Savage Empire . 19.99 

•Search for the King 19.99 

Snado- Sorcerer .-_______.. 1 7 .99 

Shndo- Warrior 14.99 

Shuttle the Simulator 27.99 

•Scigc Master _— __..I6.99 

Silent Sets ice n _._ —23.99 

'Sim Earth _____ 16.99 

•Sim Am 15.99 

Simpsons — -15.99 

Smash TV _ 15.99 

•Space 1889 16.99 

•Space Ace II (Boris Revcngc>26.99 

Space Crusade I3..99 

Space Gun 15.99 

Space Quest IV 26.99 

•Special Force* .23.99 

Star Right II „ 16.99 

•StarTrek V —,,—.— 16.99 

Strike Fleet 16.99 

Super Space Invaders 16.99 

•Suspicious Cargo ._ —16.99 



Steve McQueen 

SWAP 

Switch Blade II 



16.99 

16.99 

.15.99 



The CKidfi-hCT,...- —20.99 

Terminator II .._ 15.99 

Test Drive III 19.99 

The Adventures ofRobin Hood 16.99 

Then Finest Hour 19.99 

Thrir Finest HoutMisuon Disk 12.99 

The Manager — ——1699 

Thundcrfu- k —____. 1 7.99 

Tip Off 15.99 

Toki I«°u 

Turbo Charge- 16.99 



•Turtles Arcade 

TV Sporii Boxing __.___, 

Twilight 2000 

•Ultima VI ____________ 

Utopia 



Vrngrnce ol Excalibur 

VUHkfct 

•Voffiev 

Vroom —_,—.,— 

Wild Wheel* 

Wit Kid 

Wollehild... 

World Claw Cricket 19.99 

World Cla.i Rugb) 1699 

Wrath of the Damon- - 19.99 

WWP , -n-n-,,1 15.99 



16.99 
.18.99 
.23.99 
.20.99 
.19.99 
.18.99 
.15.99 
.21.99 
16.99 
13.99 
14.09 
17.99 



AMIGA 

15.99 
16.99 
21.99 
16.99 
15.99 
16.99 
19.99 
1699 
23.99 
23.99 
21.99 
22.99 
21.99 
16.99 
17.99 
15.99 
15.99 
16.99 
15.99 
16.99 
15.99 
16.99 
20.99 
11.99 
15.99 
21.99 
20.99 
19.99 
11.99 
23.99 
17.99 
19.99 
26.99 
15.99 
15.99 
15.99 
16.99 
20.99 
16.99 
15.99 
16.99 
16.99 
19.99 
19.99 
17.99 
14.99 
37.99 
16.99 
23.99 
16.99 
15.99 
15.99 
1599 
16.99 
26.99 
15.99 
1599 
26.99 
23.99 
16.99 
16.99 
iOW 
16.99 
16.99 
16.99 
16.99 
13.99 
20.99 
15.99 
19.99 
16.** 
19.99 
1299 
1699 
17.99 
15.99 
15.99 
16.99 
1699 
I H.99 
23.99 
2099 
19.99 
1899 
15.99 
21.99 
16.99 
15.99 
1499 
17.99 
19.99 
16.99 
19.99 
1599 



Games marV.nl -ilh an * may not be released 
mi Mhedule date. 



SUPFJl SEGA 
Super Monaco GP. Golden A>e. Crackdown 
Eswat 

All four game* for only £19.99 



rainbow coi i.ection 

Rainbow Island*. New Zealand Story. Rubblr 
Bobble. 

All three _ume* for only 112.99 



HOLLYWOOD COLLECTION 
Robocop. GhiHlbuiten II, Indiana lonev. Batman the 
Movie 

All Gumrvfnr nnlv £17.99 



POWER PACK 
Xenon 2. TV Sports Football. Bloodwydi, 
Lomh-rd Rally 
All names for onl> £14.99 



TEN GREAT GAMES 
Xenon II. Fcnuri Fnnnula 1 , Pro Tennis, Rick 
Dangemut, Satan, Pick A Pile, Chicago 90. Super 
Ski-dight Hunter. Canier Comma ml 
All ten games for only.19,99 



FOOTBALL CRAZY 

Kick Off fl, Hajcr Manager. Kick Oil II the Final 
Whistk 

AH three games for only [16.99 



POWER UP 

Altered Beast. Rainbow I.land. X Out. Chose HQ. 
Turrican 
All five names fur only .17.99 



SOCCER MAMA 
Football Managci 2. Gaua* Soccer. Micmpnne 
Soccer. F/Ball Man World Cup Edilion 
All four came* for only £9.99 



FLIGHT COMMAND 
Eliminator. Strike Force Hairier. Lancaster. Sky 
Foi and Sky Chase 
All five _amr* fur only 112.99 



CHART ATTACK 
Lotus Esprit. James Pind, Venus the Flytrap. 
Ghouli and Gho-u 
All four Kriiim for only .19.99 



AIRSEA SUPREMACY 

Silent Scrvice.C-rrier Command. P47, Gunship, 
FI5 Strike Eagk (ST only). Wings (Amiga only) 
All Bve B_nws only ti9.99 



NINJA COLLECTION 
Double Dragon. Shadow Wamor. Dragon Nmja 
All Ihrre _ames fur £14.99 



COMHAl ICES 
Fighicr Bomber. Gunship, Falom 
All three u_mr> for only £1999 



MIND GAMES 
AutreriiU, Waterloo. Conftct in Europe 
All i In m game* fur only (14.99 



COMPUTER HITS VOL 2 
Tetii. Joe Blade. Golden Path, Block Shadow 
All four games for only £699 



QUEST AND GLORY 
Cadaver. Midwuiler, Blondwych. BAT (Amiga only I. 
Iron lord (ST only i 
All four _amr* fix only £19.99 



TOP LEAGUE 
Speedhill II, Rick Dangerous II, TV Sport* Football. 

Midwinler.Falcon 
All five games for only £19.99 



MH R WHEEL DRIVE 

Lotu* Esprit. CeBca GT4 Rally . Team Suruki. Combo 
Racer 

All four uamr* fef only £17.99 



QUEST FOR AD\ EN II RE 

OpeiBiiini ■>!:■! i .. Indy June* the Adventure. Mean 
Strata. 

All fitea-rnr* fnr only (21.99 



MAX 

Tumcan It Swiv. Nigluthili. ST Dtagm 
All four game* for onh £19.99 



-i I'M.' HEROES 
Last Nima II, Indy Jones and the Last Crusade. 
Strtder II, The Spy Who Loved Me 
All four games for only £17.99 



BIG BOX 

Captain Blood, Safari Gun*. Teenage Queen. Tin 
Tin On The Moon. Purple Satin Day. Krypton 
Egg. lumping Jackson. Bo Bo, Hostages 
All len games for only £16.99 



BOARD GENU S 
Monopoly (Atnga Only t. ScrabMe, Ouedo Mailer 
Detective, Risk 
All for only £16.99 



COMPEN Dl UM SIX (Age 4-12 yriy 
Six educational games to encourage cre-lise 
learning in Mth*. Science. Geography and English. 
Kids type, Wcoihct Watcher, Cuknder Qui/. Wor_j 
& Numbers (ame.Setft Match, What is where it is 
All si* foe only £23.99 



2 HOT 2 HANDLE 
Shadow Warrior. Golden Ase, Total Recall. Super 

Off Rood Rotet 
All four games for only £1(1.99 



III. IH JET TITLES L MDEK tlO.Hd 



TITLE ST AMIGA 

3 Stooge* _____ »99 —8.99 

3-D Pool 7.99—7.99 

ADV Fruit Machine. .6.99 —699 

After Burner A99 „_6.99 

Arknoid II .6.99—6.99 

Asel Magic Hammer .A99 —6,99 
Barbarian II (Palocc) .A.99 _„6.99 
Batman Caned Cru_-lerfi.99 .6.99 

Batman the Movie .6.99 ....6.99 

Bubbk BoWJe , 6.99 ....6.99 

Carrier Command 7.99 —7.99 

Centrefold Squares 6.99 ...6.99 

Chase HQ —..6.99 —699 

Chuckle Egg 1 8.99 —8.99 

Quickie Egg 2 8.99 __R.99 

Colossus Chess 7.99 ....799 

Continental Circus 8.99 ...H.99 

Cnuy Can -.6.99 —6.99 

D Double Hone Racing ,6.99 . ..6.99 
Daley Trnmpsom ChalL 6.99 ....699 



Delus Stnp Poker .699 ...6.99 

Double Dragon I or II J.99 — R.99 

Fail Food — .699 ...6.99 

Flood 8.99 —8.99 

Forgotten Worlds .6.99 —699 

Gauntlet II .6.99 ...6.99 

Ghoul* and Ghosts —.6.99 —6.99 
Hiiclmikert . . 8.99 .. .8.99 

IK* — 699—699 

Jet Set Willie J.99 ...8.99 

Last Ninja II 699 —6.99 

I*_herGoilde«PlK)rw*8.99 ...8.99 

Lotus Esprit 699 ....6.99 

Manic Minor 8.99. ..8 99 

M Jackson Moon_ol_er .6.99 —699 

North & South 6.99 ...6.99 

New Zealand Sutry 6.99 __699 

Nmja Warrior ,8.99 —H.99 

Paperboy 6.99 ...699 

Treasure hland Diay.4.99 ...4.99 
Operation Ihunderbolth 99._A.99 



Operalitin Wolf 6.99 —6.99 

Outrun 6.99 —699 

r1u«na*y World Diuy ...6.99 -> 

Predaior — — 6.99 —6.99 

K A C Lombsard Rally -6.99 —6.99 
Rnmbo 3 .—,___— 6.99 —699 

Red Heat _ 6.99 ...699 

Renegade - .6.99 —699 

Roto Cop 6.99 ...6.99 

R-Typc _ 699—699 

Silk Worm 6.99 ..-699 

Stuntcar Racer 7.99 _.7.99 

Switch Blade 6.99 ....6.99 

Thundciblade 699 —6.99 

Treasure hland Diay.499 —499 
TV Sport* lU.S.1 Footbain.99 ...7.99 

Untouchables .699 —6.99 

Vigilante 699 —6,99 

W C Leadeiboafd 6.99 —6.99 

WUbail 6.99 ...6.99 

Xenon 1.99 .... fi.99 



24 HOUR CREDIT HOTLINE 0839-300 606 



OPEN ENQUIRIES 081-747 4757 
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INDY HEAT'" is fast and furious racing action where a decidedly mean 
streak may just keep you out in front 

With the money you win, plan your attack for ten different circuits - 
do you play safe with better brakes or go for it with more engine 
power? Do you boost your turbo or your crew ? - 
the decision is yours. 

With a combination of skill, nerve and a few dirty tricks 
(like running over other teams' pit crews!) maybe you could end up 
beina showered with champagne A 
and kisses. 

"It sounds fantastic, it is fantastic" 
AMIGA ACTION. 




®ne 



NEWS 





OOH, WHAT A MONTH April was. Our opening 
news story was about a game being programmed 
by master developer Bullfrog, called CylvrAssault 
556. Billed as 'the best game ever', it was a 3D 
vector-graphic, space flight simulator with 50 
billion constantly evolving planets to explore, a 
clever programming trick that boosted the 
computer's speed, 64 on-screen colours and the 
ability to deal with 400 million computations at 
the same time- Why was this miraculous sounding 
game never seen£ Take a look at the month again. 
Yep, it was one of our infamous April Fool jokes - 
and what a good one it was too. We even got 
Bullfrog's graphics team to knock up a few 
stunning DPaint screens. Ho ho. 

Apart from pulling your 
legs, we also had a few 
genuine amazing games to 
report, not least of which 
was Delphine's 
then-forthcoming 
Operation Stealth, the 
Bitmaps' Speedball 2 
and a special 'cheaters' 
version of the platform 
classic Rick Dangerous. 
In a very strange 
marketing move, MicroProse 
decided to release Rick Plus, a version that 
allowed you to choose which level to start on. 
Wisely, it retained the end sequence for people 
who completed the whole thing instead of 
jumping to the end. 

It was a pretty poor month for reviews, with 
only eight games covered and only four of those 
getting anything close to a decent score. The only 
90+ 's were Castle Master and Ktax, while the 
lowest mark went to Readysoft's Escape From 
Singe's Castle, notching up a paltry 58 per cent. 

We can't let this jape-filled month go by 
without mentioning our EMotion competition. 
Answer three questions and win a microwave 
oven! Another joke surely 1 ? Nope, a real 24-carat, 
gen-yoo-wine article. US Gold really put it up for 
grabs and we really gave it away! Almost as good 
as the classic Win A Load Of Wood competition. 

Finally, after his mammoth sprint from E to J, 
Gary Penn's 'look back at the Eighties' entered 
another month, sprinting through I,J,K,Land half 
of M. Who remembers K-Tel, J. K. Grcye, Jawx 
and Martech<? Interestingly enough, the next issue 
was to see Gaz whip through all the letters 
between M and S (using smaller type to fit them 
in) and just as everyone hung on for the final ride 
in issue 21, The One changed its look, style and 
content and dropped the piece. The Eighties: A 
Look Back in Anger was to fall at the final hurdle. 
A great shame. The nation mourned... 

• Paul Presley 



TAILS FOR 
LITTLE 

CHILDREN 

ALTHOUGH WE'RE SURE that the last thing 
you want to do is to encourage your little 
brother or sister to play with your computer, 
that's exactly what widget manufacturer 
Logitech is trying to do with the release of its 
Kidz Mouse. 

Grey in colour and shaped for all the world like the 
furry little creature from which it takes its name 
(with the ears acting as buttons and the cable its 
tail), the Kidz Mouse has been deliberately scaled 
down in order to make it more comfortable in a 
child's hand. 

To accommodate this, Logitech has had to develop 
a new 15mm ball to build the peripheral around. 
However, the company claims that this actually 
improves the mouse's performance. "Although we 
have gone out of our way to give the mouse 
maximum child appeal," says Logitech's UK boss 
Brendan MacFerran, "it is by no means a toy. It very 
much fits in with Logitech's philosophy of 
humanising the computer. 0 

Costing £35, the package includes a 10-page fold 
out instruction booklet entitled Getting Ready To 
Enjoy Your Kidz Mouse and a 'birth certificate' so 
that the new owner can give the little creature a 
name of its own. 




PICTURED 
LEFT: 
Logitech's 
Kidz Mouse 
"fits in with 
Logitech's 
philosophy of 
humanising 
the computer". 



RENEGADE 

CATCHES 

FIRE 

PICKING UP 
some of the 
pieces which 
scattered 
throughout 
the realm 
when Humpty 
Maxwell fell 
from his wall. 
Renegade has 
just announced 
that it has 
picked up the 
rights to 
publish 
Graftgold's 
Fire And Ice. 
Commenting 
on the 

development. 
Renegade's 
Tom Watson 
said: "Right 
from the start. 
Renegade has 
been 

committed to 
publishing 
only the best 
of original 
product - and 
Fire And Ice 
certainly fits 
that bill." Fire 
And Ice will be 
released In 
May. 

ELF 

HAZARD 

THOSE 
LOVEABLE 
CHAPS from 
the£/f 
department. 
Nirvana's Paul 
Oglesby and 
Damian Slee, 
are currently 
producing two 
all-new games. 
Disaster 
Strikes, is a 
"...platform-ish 
effort along 
the lines of 
Elf," set 
against a 
background of 
a scrolling city, 
while The Edge 
Is a shoot 'em 
up with a 
touch of 
strategy. 
Neither has a 
publisher as 
yet, but both 
should be 
ready for 
release early 
next year. 
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If you had the chance to produce an 
Amiga games magazine of your very 

own, wouldn't it be rather like this..? 



132 Scorching Pages FILLED with the hottest Amiga games information. 

News that matters, Previews that will amaze, Reviews you can trust and the biggest competitions 
you've ever SEEN! 

2 Disks CRAMMED with exclusive playable demos, top notch PD games a new series of 
special interactive programs written by famous games programmers exclusively for The One! 

A 16-Page Tips Pull-Out in every issue with complete solutions, maps, 

hints and cheats for the top selling games of the previous month (what better way to ensure that a 
higher percentage of the tips are appropriate to YOU?) 

Info-Packed Data Pages where every game that has ever been reviewed 

in The One's respected pages are listed. Graphics, sound, lastability, payability and overall scores 
are printed with price information, a comment, and even a cross-reference to the back issues 
containing the review and the tips. 

PLUS More reader interaction than any other magazine - compos, tips service, conferences, 
games challenges; stand-alone sections for Public Domain, Budget and Compilations; interviews 
with top games creators and, of course, a jaw-slackening amount of exclusives and first-looks. 

In short, The One is growing into the sort of magazine you've always dreamt of: an utterly 
indispensable guide to everything that moves in the Amiga games scene every month. 



This is The One youSi 



NEW LOOK! NEW TEAM! 

Delivering such megatonnage of gamesplaying excitement 
Is no job for wimps. An entirely new squad of software 
commandos have been hand picked from the ranks of 
ACE Magazine. Armed with over 1 4 years of games 
reviewing experience between them, the 
new crew of USS The One lines up like this: 






Jim Douglas - Editor 

Five years active service on Sinclair User. 
Transfer to Complete Guide to the 
Commodore 64. Last post: Editor of ACE 
Magazine (disbanded for being too dangerous). 

Jim Willis - Art Editor 

Responsible for all things visual. Pioneer of incredible new 
mag-producing technology. Insists on lengthy games-sampling 
periods in order to accurately get the "feel" for a page. 

David Upchurch - Deputy Editor 

Decorated for his bravery compiling the Hps as Staff Writer for ACE 
Magazine and subsequently promoted to Dep Ed. So addicted to Amiga 
gaming that he even plays at home. 

Gary Whitta - Staff Writer 

From the original The One squad. Served for three years before going Missing in 
Action. Rumoured to have worked in a mercenary capacity for northern outfit Games X 
before seeing sense and returning to EMAP as ACE staff writer last year. 



r more details 
turn to page 82. 
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MATHS 

ADVENTURE 

National Curriculum Maths for Ages 6-14 



FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 

Addition 

Subtraction 

Multiplication 

Division 

Fractions 
Decimals 

Using calculators 

Shape & Space 

Money problems 

Measurements 

Number patterns \CA^CUL^TOR 

AMIGA MATHS ADVENTURE 

For ages 6 - 1 4 Price £25.99 inc. VAT 

Now available from your dealer or direct from Kosmos. 

Write or telephone for a FREE 20-page brochure of our 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 
Telephone 0525 873942 or 875406 



SUPER FREE GIFTl 

only for Kosmos ma/I order customers 



Access 
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Singleton decided to ring up Clive Sinclair 
himself. When Sinclair Research saw the 
programs, it invited Mike to visit the company in 
November 1980 and showed him the prototype 
ZX81. 

To cut a long story short, Singleton was asked 
to convert his programs to run on the new 
machine and they eventually appeared, albeit in 
BASIC, as Games Pack 1. Mike was receiving I5p 
for each unit sold, and the deal made him about 
£6,000 in total. This was enough to convince 
him that he could make a living out of 
programming. 

Mike's development team, Maelstrom, was an 
offshoot of another of his early activities: Play By 
Mail games. Dedicated PBM fans will recall 
Mike's own game, Starbrd, which he ran using 
his Pet computer, Maelstrom was originally set 
up for the purpose of producing a PBM game 



on a 




even know 
^what an 




MIKE SINGLETON 

Game Designer and Programmer 



Unfortunately, by the 
time the game was 
approaching 
completion, both the 
Spectrum and the 
Microdrive were 
yesterday's technology, 
so the product 
appeared as a single 
player game and was 
called Dark Sceptre. 

As to the future, 
while there are no 
definite plans, 
Maelstrom may well 



SOFTOGRAPH 

•Space Ace 

f*8l Games Pad 1 

•Dark Sceptre 
•Whirlr ■ 
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MAELSTROM IS RENOWNED for producing in-depth, 
playable games, which probably has a lot to do with the fact 
that Mike Singleton was a games player and designer before 
he became interested in computers. Although he has never 
had one published, he spent his early years designing board 
games. 

His success with games took a turn for the better in 1979 
when he got hold of a Commodore Pet computer. In 
between doing the odd business program he tried his hand at 
some simple games in BASIC. Three months of that was 
enough to convince him that using machine code was the 
only way to write games properly. "I got hold of the 
manufacturer's handbook on the 6502," Mike reflects, "and 
wrote my first machine code game. It took about six weeks 
to write this thing, which was all hand assembled. By the 
time I'd finished I practically knew every op-code off by 
heart/ 

This tiny game (about 6K of code and the same in data), 
was called, coincidentally. Space Ace {no relation to the 
Sullivan Bluth game). If writing it without an assembler 
sounds painful, debugging it was a real horror story. "It 
shows how ill-prepared I was," Mike confesses. "I didn't 
even know what an assembler was!" 

Once the game was completed, Mike got in touch with a 
firm called Petsoft, it accepted Space Ace, and the game 
became a bestseller. Petsoft also gave Mike an assembler and 
introduced him to the revolutionary ZX80. At that time, the 
company was trying to do a deal with Sinclair, which would 
involve writing six short machine code games for the 
computer. Mike went away and dutifully wrote the games, 
which included one of the earliest versions of Conway's Life, 
only to be told by Petsoft that the deal was off, 
Determined that he wasn't going to be defeated so easily, 



•Midw mter 

•Wdninter li: 
Hames Of Freedt 



take the route of 
other successful developers 

towards publishing its own ' '"'WffOfl? 

games. "It's a direction we would 

like to move in," Mike confirms. "Amongst other things, it 
will give us more control and more freedom." 

Unlike other development teams, Maelstrom will not be 
rushing headlong into multi-media development. Possibly 
next year we may see some CD products from the company, 
but it has grave doubts about the CDTV. 

And finally, what are Singleton's personal ambitions^ "One 
thing I'd have loved to have done is direct a film," Mike 
confesses, "but nowadays computer games are going that way 
anyway, so maybe within the next couple of years I'll be 
directing my own film game." 

Laurence Scotford 
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ADRIAN CALE 

Director, System 3 

BEFORE ADRIAN CALE entered the games industry, he 
worked at a holiday camp: "I organised the acts and generally 
helped out," he says. While he was there he did a few jobs for 
his brother, Mark Cale, the Managing Director of System 3, 
drawing box artwork and writing manuals. This eventually 
led to a full-time job at System 3 as a Director, under Mark, 
in 1988: "We work well together," says Adrian. 

His job involves a 
wide range of tasks: a I 
talk to you lot 
[magazines] as much as 
I can about our 
products". System 3 
doesn't actually employ 
a Public Relations 
person: "As we're 
producing four 'A grade' products a year, we like to keep a 
tight ship," he explains, "We organise it all. We're there right 
from the conception all the way through to the finished 
version - nobody is going to know about the title as well as 
we do". Apart from speaking to and visiting all of the 
computer magazines, Cale writes the manuals, helps with 
the game's development and generally helps throughout each 
project. 




Myth is Adrian's latest project. His first was 
Dominator: "We had a lot of trouble with 
this," he says, "It kept on slipping with the 
release date, and when it finally came out, a 
year later, it had the response of 'oh dear, 
another shoot 'em up'." The two most 
successful titles that Adrian has worked on 
were the original Last Ninja, which "sold 
stacks" and Myth (8-bit) which was 
"technically our best game," he recalls. 
Currently being worked on is Silly Puny, 
which can't easily be categorised, but 
involves puzzles and metamorphosing into 
different shapes. Other games on the go are 
Mind Your Own Business, which is aimed at 
the younger user and Construction, "aimed at 
the high-end user." Cale adds, "You have to 
basically build a construction, while the 
computer is doing the same.' 

Behind every company, there's a 
philosophy which they try to aim for with 
each title. As Cale explains, System 3's 
philosophy is product quality: The market 
is license dominated - it's getting more 
difficult to produce original games, up 
against the licensed games like Terminator 2 
and The Sintfsons. There's good competition 
out there, and we're rising to the challenge." 

System 3 understands the importance of 
having an in-house 
programming team: 
"It's the best way of 
working, there's 
always a couple of 
in-house developers 
and the rest are 
freelance. We've 
got deadlines to 
meet, we've got 
graphical change} 
to deal with - 
we need to be all 
on-hand to sort | 
them out/ 
Adrian 

explains, "It's 
a creative 
industry, 
creativity thrives on new 
ideas. With lots of creative 
people working together, 
they can feed off each 
other," Cale adds. 

What everyone wants to 
know about every 
software publisher, is 
where they're going in 
the future: "We've got a lot of 
faith in CD based stuff, like the CD Rom," Cale 
says, "We were the biggest European publishers on the C64 
last year, but this year it's changed. We're trying to establish 
the same reputation with the 16-bit market." That's the 
home computer side wrapped up, but what about consoles? 
"We now have an official Nintendo license. Nintendo is still 
fairly new to the European market, so we hope to become 
one of the front runners," Cale explains. 

With System 3 set to produce 16-bit games for some time 
to come, the future looks good for fans of the likes of Last 
Ninja and Fuzzball. 

Jools Watsham 
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DIVISION 
ONE 92 REV 1 



"(The Midnighl Oil) treat soccer in the sophisticated way 
Americans treat their national games." -The Guardian 

THE (lAME Everyone ha* their ow n ideas on what makes a soccer leatn "lick". Here it 
the opportunity 10 pui into practice your own idea*. Operating from the English I si 
division you must build a squad to challenge for the league title, the FA and League Cup* 
and the 3 European trophies. And as pltiyrrs age, rebuild the team while balding off 
relegation. 

SQl'ADS/TRANSFEH MARKET In ■ 3 i '.J system Ost team squad, reserve squad 
and youth squad), use the continuous intake of youth player* and training program lo 
creale a squad whose skills reflect your ideas. Supplement these skills with carefully 
selected transfer market acquisitions. As they age. veterans fade und youngsters develop, 
keep on eye on the changing skill* of your team 

SKILLS All players base a balance of 5 skills |no "skill levels") which you musi develop 
by experimenting with your team. Even more important will be your judgement aboul the 
effect of the particular team balance or skill combination on the outcome of the malch. and 



MATCH/STATS Your judgement will be pui 
to the tesi in this unique 4 minute maich/siats simulation 
against accurately simulated opposition. This U the 
measure of your team and your most reliable source of 
information. There arc displays of: match flow, two 
teams, playrr-with-the-ball, injuries, discipline, 
substitutions, m- match tactics, goal scorers, possession 
breakdown and performance assessment. 

REVISION ONE 

The best just got better! All updates that have been made 
ui Division One 93 over the last su months. In addition 
the match screen has improved, opposition team info 
expanded, a European transfer markel added and a few 
more minor changes. An edit program and a 
customisation program have also been added. The 
manual has been expanded and the packaging improved. 
EDIT PROGRAM. Edit the team and players that make 
up Division One. Produce jnur own Division One. or 
Scottish League. British League, European League. 
Gcrman/Spanish/Frencfi/1lalian...elc...etc. Or even make 
up a league of all the best teams you've ever seen. 
CUSTOMISATION PROGRAM Customise the 49 
man stuitmg squad. Use your own favourite players, or 
your local tide. How about as squad with Pele, 
Beckcnhauer, Best. Cniyff. Maradonna „„? 



subsequently a season of football. Suitable training can develop/enhance skills. 

WHAT IS DIFFERENT ABOUT THIS GAME? 
Division One 92 oansfomii ihe soccer management eunc. You can coocenrrate on the football. fU|xnmrni **' ln pi*r n *> 'ormatinns, team sty les Build your dream tqumJ 
anil check it nil in acmntlrl) simulated Leagud'cup football. Match results ire from i unique soccer match. Every pass, tackle, shot etc. i* ifciermmed by ihe players 
involved Your c brace of skills thus influences match results. Menial arithmetic has hren dumped, hwrrall knowledge is the name of the game. 



HEAD COACH 
V3 

"When it comes to Ihe 4th down Headcoach has 
it'V'Headcoach", "TV Sports Football" head to head" 

(Pop Comp.) 




Headcoach V.s has been described as *lhe best game 
ever pui ortlo a computer". Il is the cumplcle American 
Football game, a multi season epic with the very best 
siralcgtc clement* of ihe real thing. You will call the 
plays, devise ihe gameplans and develop Ihe team. 

Use ihe first season (2 pit mw games. 16 regulai 
season game*. un<] the play-offs) to discover your 45 
man squad of players. Then exploit ihe college draft lo 
improve the learn und expand your game play to heal 
the very best the NR. can ihmw at you 

Players will age and learns will fade la player will last 
about 6 seasons ). but you will stav and rebuild ..„ 



Tel Sales: 
0438 72 1 936 

FOR I 
NEXT DAY I 
DELIVERY 




POSTAL SALES 

The Midnight Oil 
Dcpt TO I 

is. Hazeimcre Road. 
Stevenage SG2 KRX 

2/3 cliivs delivery 



Please supply: 





HC 


Dlrcvl 


Amiga 




□ 


Amiga 1 Meg 




□ 


Atari ST 


□ 


□ 




£19.95 


£19.95 



Current mi ners: replacement disk £/JQ 




y« IF AM 
/7 pDVERT IS WRONG, 
HO PUTS IT RIGHT? 

Wfc do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code ol Advertising 
Practice. 

So if you question an advertiser, they have to 
answer to us. 

lo find out more about the ASA, please write to 
Advertising Standards Authority. Dept. X, Brook House. 

Tbrrington Place, London WC1E 7HN. 
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LETTERS 



I know what you're thinking. It's April and there's 
bound to be an April Fools joke somewhere in this 
issue. Well, you're wrong, there isn't even one. Just 
like the letters. We didn't receive one letter this 
month so the next three pages are going to be 
blank! April Fool! Bet we got you with that one! 



I TWO 



BUTTONS PLEASE 

Dear The One, 

I think that the time has come for joystick 
manufacturers to come up with a two fire-button 
joystick. By this, I mean two different fire 
buttons, like the left and right mouse buttons. All 
too often, arcade conversions and sometimes 
other games could have been much improved if 
programmed for a two-buttoned joystick. 

Take, for example, Wrestlemania from Ocean. In 
your review, you said that there was a distinct 
lack of options on moves. You can punch, kick 
and do a special move. True, you did make a point 
about joystick waggling. But the game could have 
benefited from a two-buttoned joystick. You 
could have had more moves. The case for a two- 
buttoned joystick is a strong one. Two alternate 
buttons have been a success on the consoles. They 
get some great games, just because they have two 
buttons. Another game in which two buttons 
could have been used is in John Madden American 
Football, which you recently reviewed. 

I think that joystick manufacturers must take the plunge 
and introduce a two-buttoned joystick. If they do I will be 
one of the first to buy one. 
Darryll Low, 
Crawley, 
Sussex 

You're right, the use of two buttons would be very useful, especially 
in a game like John Madden American Football - so come on you 
joystick manufacturers, listen to your buyers. 



BIG IS BEAUTIFUL 

Dear The One, 
Contrary to the majority. I 
am greatly in favour of 
games that come in great, 
'outsize' boxes. The boxes 
which so many software 
titles are now packaged in. 
After strolling into town 
and spending £26 on a piece 
of great software, such as 
Robocod, I like to parade back 
up the pedestrian precinct 
carrying such a grand item. 
As I continue my journey 
home 1 feel proud as people 
turn their heads in awe, to 
stare and wonder what this 
huge purchase I have made 
is. 

When 1 get home I can 
place the giant box on my 
software shelves, alongside 
my other large boxes, 
Railroad Tycoon and Flames of 
Freedom, rather like a 
Michelangelo or a Da Vinci. 
I quickly reach for the phone 



in order to invite some 
friends to my house so I can 
boast my magnificent 
display of software 
packaging. 

Not only are these boxes 
ego boosting, but also allow 
extra screenshots and 
information to be shown on 
the reverse, essential for 
deciding which game to buy. 
They also contain the 
wonderful manuals one is 
now accustomed to 
receiving, take Jimmy Wliite's 
Wltirlwind Snooker for 
example. 

Come on publishers, 
follow MicroProse and 
Lucasfilm, keep the big 
boxes rolling. 
Tom Walker, 
Winchester, 
Hampshire 

It's true that big boxes look 
good. But if software companies 
went for minimal packaging, 



like the size of a disk, think of 
how much cheaper the games 
will be. You wouldn't have to 
pay out for the cardboard used, 
or the massive manuals and 
other 'bits' they put in their 
boxes. Now, let's make that the 
end of the matter... 

MO BAHAMA 

Dear The One, 
Here is a list of ten games, 
and people I would give 
them to. 

Days of Thunder - 
Michael Fish 

Altered Beast - Michael 
Heseltine 

Baby Jo - Your 

worst enemy 
Dragon's Breath - 
Margaret Thatcher 
Under Pressure - The 
Tory Party 

Fast Food - Not the 
Glasgow Burger King 
Shadow of the Beast - John 
Major 

Powermonger - Neil 
Kinnock 

Corruption - The 
Maxwell Family 
Cruise For A Corpse - 
Steve Brown (please), 
Steven Brown, 
Lenzie, 
Glasgow 

Erm... ycaht Nice list, 
relatively funny - but no 
banana. You'll have to impress 
us more than that to get a free 
game. Here's a list that would 
have won you a prize straight 
away: 

Big Run — Salman 

Rushdie 

Lemmings — The Tory 
Party 

Another World - John 
Major 

Prehistorik - Liz Taylor 
Thunderhawk - Edwina 
Currie 

Final Fight - Mike Tyson 
Wolfchild -Prince 
William 

Fuzzball -Noel 
Edmonds 

Cruise For A Corpse - Robert 
Maxwell 

Logical - Spock 

PRAISE AMD 

PRODDING 

Dear The One, 

1 like your magazine a lot, 

but I don't like the way you 



do your Budget section. I 
don't mind the number 
rating, but if you rated the 
Graphics, Sound, Playability 
and Durability like you do 
your full-price reviews it 
would be better. I'm sure 
other people feel the same 
way. 

I do like your Work in 
Progress and Brian Nesbitt's 
Cheats sections though. And 
you have very big game 
reviews which are well done. 
Is Tip Off really that bad 
though, and if it is which is 
the best basketball game out 
(I know there aren't many)? 
Jonathan Patching, 
High Wycombe, 
Bucks 

Your idea about the budget 
section is a good one, we've 
thought of doing that in the 
past - but now that a new team 
is taking over The One maybe 
they'll do it anyway. And, yes, 
Tip Off is that bad- it's 
completely bug-ridden (we 
never managed to complete one 
single match}. 

COMPUTERS ARE 
RUBBISH 

Dear The One, 
The whole world is full of 
computers, they're 
everywhere. They're on 
Neighbours, Motor Mouth and 
even Going Live - where I 
recently spotted a Game 
Gear. They actually gave one 
away! 

Why is it that everyone is 
completely computer mad? 
Isn't it enough that we use 
them in our leisure, and 
when we're bored of them 
we watch T,V, and get 
haunted by the same thing - 
what is the world coming 
to? 

A. Reid, 
London 

Why do you own a computer, if 
you can't stand the sight of 
them most of the timet It seems 
as though you hate the sight of 
computers: maybe you should 
chuck yours away and start 
playing tiddly winks or 
something instead. To cope 
with the problem that they're 
also on the television, simply 
watch videos, go to the cinema 
and stop moaning! 
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GAMES ARE RUBBISH 

Dear The One, 
Every computer game on the 
market is rubbish. There, 
I've said it. There isn't one 
game that makes me want 
to go out and buy it. Sure, 
there are highly acclaimed 
games such as Robocod, but 
how long will that last - 
probably about five minutes, 
before it becomes repetitive 
and boringt 

The problem is that all of 
the software companies are 
getting sloppy, They're 
producing bog-standard 
games that have been done 
before, Robocod is basically 
jet Set Willy with nice 
graphics, 'parallax' and a few 
sampled sounds like 'ooh!'. 
The basic idea of running 
around a platform picking 
things up is still there, and I 
personally prefer Jet Set 
Willy because of its 
originality at the time. 

Wake up software 
companies, we're in the 90's 
not the 80's. 
Matthew Turner, 
Lexdcn, 
Colchester 

A very valid point Matthew. 
The basic content of the market 
today is revamped unoriginal 
games. A few original products 
like Cruise For A Corpse and 
more recently, Another World 
have been popping their heads 
up, but more of the same is 
needed (and by that, I mean 
original games, not Another 
World clones!). 

MACS ARE RUBBISH 

Dear The One, 
Why are computer 
magazines so borings When 
you sit down and read a 
magazine like SKY or The 
Face you're stuck there for at 
least half an hour. They have 
very interesting articles 
about general things: why 
don't computer magazines, 
like yourselves, include 
interesting articles on 
famous people like Jonathan 
Ross - he plays loads of 
games. 

The attraction with the 
stylish magazines like SKY is 
that the design is amazingly 
wacky and eye-catching. 
The closest anyone has got 
to this in the computer 
industry is Game Zone. Why 



don't you guys go for the 
young (not too young) and 
wacky, but stylish and quite 
sophisticated look£ It 
wouldn't hurt to try - 
would it£ 
A SKY reader, 
Stoke-On-Trent, 

Well, what can I say( You're 
absolutely right. Computer 
magazines have got the 
reputation of being rather drab 
and just for greasy and spotty 
readers. But ttow it's evident 
that people are realising this. 
Like you pointed out, Game 
Zone has got the right look and 
image, Megfl Tech is also 
aiming towards the more stylish 
look. The One is no bystander 
to these happenings, next 
month you'll see The One as 
you've never seen it before - 
everything is being completely 
changed. So, keep your eyes 
peeled and you might just be 
shocked. 

DISKS ARE RUBBISH 

Dear The One, 
Disks^ I hate them. They're 
completely unreliable and a 
waste of space. They corrupt 
within days, and form in 
irritating piles. Who ever 
invented these little 
annoyances, I'll kill 'em. 

Why don't computers just 
come with a massive hard 
drive, so you don't have to 
route through your 
hundreds of disk trying to 
find the one you want. 

That's enough of the 
ranting, let's get nice. I like 
The One magazine, it's got 
good, informative reviews 
and proves to be a good 
buyers guide - keep up the 
good work. 
Steve Dance 
Cardiff 
Wales 

HOW LONG? 

Dear The One, 
How long does it take to 
make a garnet It must take 
quite a while, because 
drawing all of those graphics 
and programming all of 
those lines is obviously a 
long and laborious job. 
Games like jimmy White's 
Wliirlwind Snooker must take 
the longest, due to the 
mathematical calculations 
and thought that's been put 
into it. Anyway, that's 



enough of my waffling, 
could you just tell me: 
what's the average length of 
time spent on making a 
garnet 
Paul Jones 
Birmingham 

The average time spent on a 
game, is about seven months. 
Having said thai, though, it 
can range from two years, right 
down to three months. Believe 
me, you can tell how much time 
has been spent on a game, 
simply by looking at it. If the 
graphics look as though your 
baby brother did them, and the 
music sounds like your brother 
after he's eaten his Ruffles, it's 
been done in next to no time. 

WHERE'S OUR SONIC? 

Dear The One, 
When is there going to be a 
role model like Sonic for the 
16-bit computers^ We need 
one, all of the little kids at 
school are going out and 
buying MegaDrives and 
Super NES's just because of 
the great adverts on T.V. If 
we had a character, we too 
could make all of the kids 
buy home computers instead 
of the limited abilities of the 
consoles. 

Robocod could have been 
made into a big hero, if Atari 
and Commodore got up off 
their arses and made some 
decent adverts, you don't 
sell a computer to the kids, 
you sell a character, so 
everyone can relate to them. 
When will the crusty old 
farts at the aforementioned 
companies realise that kids 
want to see a hero, not a 
keyboard and monitor - and 
definitely not a stupid kid 
trying to play DPaint with a 
joystick! I don't know!!!£££ 
Kyle Lor ems. 
Manchester 

You're absolutely right, Kyle, if 
there was a similar kind of hero 
for the 16 bit machines, whom 
the kids could relate to, it would 
sell loads. We know that, you 
know that - but do Atari and 
Commodore* 

Dear The One, 
I've heard that Sonic The 
Hedgehog is going to be 
converted onto the home 
computers. Is it true, if so 
when will it be released** 



Thanks a lot. Oh, and what 
about Mario, will he ever 
raise his little head on the 
16-bit computers^ 
Jane Smith, 
West Mersea, 
Essex 

There are rumours that Sonic 
will appear soon, but nothing's 
official. Sonic 2 will be coming 
out on the MegaDrive soon, so 
if Sonic isn't released on the 
home computers then, it 
probably never will be. As for 
Mario, there's strong suspicions 
that Nintendo's Mario World 
will be converted sometime, but 
something that is definite is 
that Mindscapc's sister 
company, Software Toolworks 
are using our little friend in an 
educational package. 

WHO'S THE BEST? 

Dear The One, 

Your mag is brilliant and the 

James Pond 2: Codename 

Robocod was one of the best 

demos I ever played and 

completed. 

Anyway, I've noticed that 
you don't give straight 
answers to all questions, so 
you'd better make mine 
straight, as straight as a 
ruler. 

Firstly, which machine (ST 
or Amiga) is better overall 
for a) graphics, b) sound, c) 
playability, d) overall. 

Secondly, will you be 
giving a Teenage Mutant 
Ninja Turtles The Coin-Op 
playable demo disk away in 
the near future^ 

Please print my questions 
because this is what many 
people out there want to 
know. 

Nathan Davics, 
Bedford 

We don't give straight 
answerstH(l) What are you 
talking aboutl The One has 
always given straight answers 
to every question we've ever 
been asked! I mean, it's 
certainly not like us to beat 
around the bush when it comes 
to telling you which computer is 
the best, wheh game is the best 
or what's wrong with the 
industry today. 

Anyway (sorry, I started to 
ramble on a bit then didn't H 
So sorry, didn't mean to), the 
best computer to buy is (dam, 
out of space. Sorry!), 
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Talk about extremes! Gordon Houghton blows hot and cold about Graftgold's latest game. 




WHEN IS A COYOTE 
not a coyote? When 
if s a big, slobbering, 
floppy-eared dog. The star of 
Graftgold's latest game used to 
be more canine than lupine, until 
Mirrorsoft bluntly pointed out that 
they didn't like him. Parting with 
the dog caused no great distress, 
as Andrew Braybrootc, the 
game's programmer, explains: 
"He wasn't cute enough. He just 
bounced around and didn't do 
much. Now that he's a coyote, 
we've given him icy-blue fur, a bit 
of a mean snarl and a range of 
abilities." After a few sessions at 
the local library, long after the 
game itself hod begun, 
Braybrook had only one 
reservation: "It was a bit of a risk 



putting a nasty creature into a 
cute game." 
Fire and ke was started in late 
1 990. Graftgold had just started 
to use the SNASM assembler and 
Braybrooit was tinkering around 
with new ideas when the concept 
came to him. So why has it taken 
so long? The complexity of the 
landscapes is one answer, as 
Braybrook explains. "I wanted a 
contouring system for the lands. 
The blocks aren't solid - they've 
got slopes and different angles, 
and bullets bounce off those 
angles properly. Initially the game 
was going to be rural; there 
weren't going to be many 
buildings, so I wanted slopes. The 
character and his enemies had to 
be able to walk and roll up and 



down them, and the problems of 
implementing this just mounted. 
For example, we wanted the wolf 
to slide down snow hills, but not 
ordinary grassy hills. Ninety-nine 
times out of a hundred it worked, 
but that last time a bullet would fly 
through the landscape." 

The plot begins peacefully 
enough: our coyote chum is living 
quite happily, playing the piano 
in his igloo in the arctic region of 
a world much like Earth. 
Suddenly, all the local wildlife 
turns nasty and it's rumoured that 
an evil wizord Irving in the hot 
lands to the south has corrupted 
almost all of the world's 
creatures. 

This is where you come in. The 
action covers the prairie dog's 



travels through seven worlds, 
from the arctic region to an 
Egyptian land. Each world has up 
to five different stages, and each 
stage is about 20 screens in size 
(five wide by four high), which 
makes around 700 screens in 
total. Braybrook explains the 
game's structure in more detail; 
"From the arctic you pass through 
Scotland, travel underwater, enter 
a jungle and an Inca temple, 
collect goodies in a bonus stage 
and combat the wizard in the 
Egyptian level. We've designed 
the game so that mere's plenty of 
room to roam around in: if it was 
any bigger you'd start getting 
lost" 

The action isn't linear, either, as 
Braybrook explains: "There isn't 



ill 





\> ^ $ 





ON THE LEFT 15 a small 
collection of some of the 
sprites that will appear 
in the game. Williams 
uses CyberPaint 2 on the 
ST to design all of the 
sprites, along with a few 
rough sketches on a 
note pad. They're all 
made up of a mere 16 
coloursl 



THE STAR OF THE SHOW 
(above) is a coyote with 
a mission. Any self- 
respecting prairie wolf is 
armed with a variety of 
special weapons 
according to his 
environment: here you 
see him decked out with 
ski goggles, but he can 
also use items such as 
an aqualung under 
water. 
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always a clear-cut route through 
the worlds, and there are 
alternative ways of completing 
them. There are secret lands you 
don't have to visit, secret exits, 
and opportunities to come back to 
a land. There are about 30 
different stages altogether, but 
you could finish the game by 
completing only 20 if you know 
where to look." At the end of the 
game you'll be rewarded with a 
percentage which represents how 
much you've seen and done, 

If all this sounds like just another 
platform game, don't be fooled: 
there's plenty of blasting to please 
shoot 'em up fans. Let Andrew 
Braybrook take you on a tour of 
the weapons available; "The 
basic weapon is the ice ball: these 



freeze the meanies, and your 
character has to jump into the 
enemies to shatter them. Most of 
your armou7 is made up of ice 
weapons, with various balls 
which can be fired in all sorts of 
directions. However, you have got 
special weapons for some 
enemies. For example, there are 
bears in Scotland which hold a 
shield up when you fire at them - 
and you need the Sonic Bark to 
kill them. This reaches the parts 
other weapons cannot reach." 

Uke all the special weapons, the 
Bark is limited in number, so you 
onlv get about seven for every 
refill you pick up. There are plenty 
of other arms around, including a 
slide mine which you can chuck 
down hills and which freezes 



anything it touches. The best 
weapon, though, has to be the 
Puppy Multiple. "Puppies act as a 
smart multiple weapon. You can 
pick them up and generally they'll 
follow vou, but they can get left 
behind if you run too fast. They 
fire when you fire, and you can 
position them to suit your 
attacking posture. You don't get 
them straight away, though: you 
might have to go out and find 
them on the world you're in, but 
you do get a bonus life and 
points for guiding them all to the 
exit." 

With all these weapons and 
goodies to hand, you might think 
if s going to be a walkover. Not 
so: Braybrook has created a 
fiendish time limit which will have 



even the most stout-hearted of 
wolves shivering like a sheep. "I 
didn't want an artificial timer 
because that's a bit of a cop-out, 
so in each land you have seven 
days and seven nights to do the 
job. As you approach the 
deadline, things hot up and you 
get a warning. You can still carry 
on, but the game hassles you 
more and more as you run out of 
days." Worse still, the days get 
shorter the nearer you get to the 
hot countries.,. 

Everything has been designed 
using a combination of ST and 
PC, with not a scrap of paper in 
sight. This is Braybrook's 
preferred way of working: "I have 
an idea, we do a basic spec, and 
we create some anim demos on 




THE GRAPHICAL LOOK of 
the game has been a 
joint effort by Andrew 
Braybrook and Phillip 
Williams, as Braybrook 
points out: "I have the 
broad game design, but 
Phillip decides what to 
draw in the first place, 
and goes ahead and 
draws it. I then try and 
program what he comes 
up with." 

THE FICTITIOUS land of 
Scotland (where it 
nearly always rains and 
the local wildlife 
includes killer haggises 
and bagpipe spiders) is 
the first foreign land 
you'll encounter. It's 
split into three distinct 
sections: outside, inside 
a Scottish castle (with 
crocodiles in the moat, 
naturally) and an 
encounter with Nessie. 

UNFORTUNATELY, the 
wolf forgot to pock a 
ship in his rucksack, so 
the only way he can get 
from Scotland to the 
tropical forest is 
underwater. Here, 
various nasty fish and 
other subaquatic 
menaces attempt to turn 
htm into an ex-wild dog. 
Fortunately, unlike most 
dogs, he's an excellent 



JASON PAGE is the man behind the four- 
voice music and effects during the game. 
The amount of sound hasn't been as much 
of a problem as deciding which effects 
and music to put in: "We've had to gauge 
the number of effects," explains 
Braybrook, "Obviously we didn't want a 
sound for every footstep a meanie takes." 
As a result, only important moments have 
sound accompaniment. The music was a 
slightly thornier issue, though: "At first I 
didn't want to do in-game music. Rainbow 
Islands taught me that you can drive 
people mad if you leave one tune going 
for too long. It's not so much the player 
that gets annoyed as everyone around 
him." Eventually, however, he was 
persuaded to put three-voice music in the 
background, with a different atmospheric 
tune on each world. "We've got a Scottish 
jig in Scotland, and a Christmas tune in 
the Arctic, bearing drums in the Inca 
section, an Egyptian flavour to the last 
worid, and gentle, quiet music for the 
undersea stage." 




THE QUEST BEGINS in an 
arctic landscape, a place 
where the wolf 
naturally feels at home. 
Unfortunately, the 
power of the evil wizard 
is such that he's even 
sent his minions here... 
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CyberPaint. We tend to do our 
artwork on the ST because the ST 
and PC read the same disk - if 
we did our graphics on the 
Amiga, every time we saved them 
on DPaint we'd have to convert 
them to a PC-readable disk. 
Essentially we use Cyberpaint and 
our own STOS-written mappers to 
do all our graphics, then it gets 
ported to the Amiga through the 
SNASM link." 

Even though the graphics have 
been drawn on the ST, the game 
itself is the first for which 
Graftgold has used the Amiga as 
the lead mochine. "As a result 
we've tried not to pull any 
punches." 

Graftgola" s plans for the future 



lie in "a bunch of new ideas 
we've got brewing", and 
(hopefully) consoles: in particular, 
the promised 32-bit Sega 
mochine is tickling Andrew's 
fancy at the moment. The team 
has some general aims, but 
they're also thinking about a 
conversion of their old C64 
classic, Uridium, which "should 
run at 50 frames per second." If 
Fire and Ice does well, they might 
even consider releasing a data 
disk, whiah would feature all the 
technical hicks they wanted to put 
into the current version, but could 
find no excuse for, such as 
running parallax scrolling in the 
foreground and background 
together. 





UF£ BENEATH the waves is a piece of 
cake compared to the tropical forest. 
Here you can see the major aim of 
almost all the levels: to collect each 
one of six keys. As luck would have 
H, each of the keys is guarded by one 
of the wizard's lackeys - so you 
might not find that missing piece until 
you've killed everything on the stage. 



THE GAME'S difficulty level is not only 
determined by the increasingly tough 
time limit: as our lupine hero 
progresses, his weaponry is less 
effective. He can still unleash a mean 
volley of ice balls, but the closer he gets 
to the hot lands, the quicker they thaw. 




THE GAME TAKES place during the 
northern hemisphere summer. This 
means plenty of daylight at the 
beginning, but more equal lengths of 
day and night towards the end. The 
sunset might be pretty, but ifs a signal 
that you're rapidly running out of 
time. A neat touch is that the sky fade 
differs from world to world. 



THE FIFTH LEVEL takes place inside the 
Inca temple, and features a "very nasty 
lava creature which spits all manner of 
nasty stuff at you." When you 
encounter these end-of-level meanies, 
you're likely to end up a nervous 
wreck. Braybrook promises 
"atmospheric sound effects and music. 
The main tune will speed up at 
moments of tension. " 




THE SIXTH LEVEL is 
devoted lo bonuses; a 
welcome respite from 
moanie-bashing. You 
can't die, but you can 
tool up with lives and 
lots of points (including a 
hefty accumulator which 
could give you up to 
100,000 points). But 
there's a nasty twist, as 
Andrew observes: 
"There are Griblets from 
Gribbly's which are 
trying to get everything 
before you. And things 
get in your way, too, 
including steaming apple 
pies on legs." Your 
bonus expedition ends if 
you fall off the rocks or 
reach the exits. 
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FALLING FROM the bonus level you 
land in an Egyptian landscape, where 
it's time to meet the big cheese wizard 
himself. As you'd expect, there's a 
pyramid here, along with dancing 
Egyptians, mummies and fire 
creatures. 
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COMPUTE - A - RACE + 

THE HORSE-RACING PREDICTOR!' 




Football Masters is the very latest Multi-Manager Football Simulator for 1 6 
bit computers. After 4 years of development we are proud to announce the 
release of the most comprehensive football management game ever. It's 
waiting to test your skills right now! Features Include:- 

Multi-Manager game lor 1 lo 4 Players Three levels of difficulty. 

Maich highlights minule by minute, make substitutions or team changes at any lime. Uve 
injuries, yellow/red cards and named goalscorers. 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can lum this feature off). 

Full UK and European Cup itinerary Includes FA. League. Zenith Data. Leyland Daf. 
European. Cup Winners and UEFA Cups. All cup malch rules haw been made as accurate 
as possible. Two Leg Ties. Extra Time, Away Goal Rule. Seeded Draws, Byes. etc. 

All 4 league divisions with play offs and league expulsion. 

Real initial, surname, league career records, height and age entered for all players as at 
the start of the 91/92 Season Five skill ratings per player, separate five for goalkeepers. 
Plus 15 other special attributes like Captain. Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, negotiate wages and 
contracts Plus loans, free transfers and trainees. Unique and simple training system to 
improve player skills. 

High quality printer facilities to list all the vital information Masses ol historical statistics 
on past games, players and manager. Quick game data load and save. 

All screens updated quickly and displayed in a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saved/initial details. 

There are many, many other little things that make this game the most addictive and 
accurate interpretation of a Football Managers season It would be impossible to list all tlie 
features in this advert but we assure you that this is the best. We have thousands of satisfied 
customers from our previous edition of this game, many are still playing it 1 8 months after 
purchase. See the order form below for details on how to order this incredible game. 
Available for all Atari ST's and Amiga's. PC version coming soon. _ 



A500 Plus compatible 48 hour despa tch available | | 

r Vw n. M»w wnulrx'ildJ 




wBBTIlCMBiis 

An amazing graphical strategic simulator that's fun for all the family. 0, 1 
or 2 players on keyboard, mouse or joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar indicators and plan your moves. 

You can edit your very own new wrestler or amend a wrestler already 
created (16 are presided on the game to begin with). You can change any name, colour 
of tights, linings, flesh tone and hair together with all the fighting skill values, weight etc. 
Instructions are also provided which show you how to change the way any wrestler looks 
or you can create whole new ones. Am iga 1MB RAM. Only £19.95 

(0702) 600557 SSttfiSStf*'"* 



MAIL ORDERS 

■ rtii me programs aetaaai m trus aavert are only availarfc through dired rriafl 

I Name M Address I 

| | 

■ -.t.i. Postcode ........ Td » 

I I have an computer, please send me the following items:-| 

1 1 Quantity I Description I Unit Cost I Total 1 1 
■ Football Masters 5 12K 19.95 

I Football Masters 1MB 24.95 I 

I Football Masters Editor (Not 512K Amiga) 12.00 I 

J Wrestling Masters (AMIGA 1MB ONLY) 19.95 1 

I Amiga 512K RAM Expansion 29.00 

■ Amiga 512K RAM Expansion * Clock 34.00 ■ 

■ POSTAGE (Non UK add £1.00, not BFPO) 1.00 I 

I B ru.« » tho** gumrAfv cud or emdrt ari fiVdw — tic ili rumba or. E -if- d a \ r, IT V I a I I 

imtttui™^ ^"IT *"" " J "p"~ ja ' 1 — r r- iuinL/ "~" r "~ | 

■ I enclose a Cheque/Postal Order made payable to ESP SOFTWARE . 

■ Cut out and post this form to: (photocopies or written orders are acceptable) I 



Brilliant piece ol software ... Never had so many winners...' 

- Mr, B. Worthing (CB +User) 

Wrt|»n e>Ojsrvely tor tNi Amiga. Compute * Ran* is 
"The Homo Racig rcMictton p'oaramr Over 2 years ol 
erterarve tests havo ensured accurate forecasting and 
■'iipi'O totting advice on any Rat or Nateial Hunt race 
Featuring BET SELECTOR, BET CALCULATOR. 
STATISTICS ScF*K«. NOTE ■BOOK. On-Screan HELP 
INFORMATION and an ease ol us» Wltn me 
'Cheltenham Festival'. Grand National Usoting'. and the 
forthcoming Flat season, can you atord NOT to buy 
Comoute A Race- The latest D»g i ace tips moude 
VHATAM-KVV. 'CUDDLY DALE 12/1' and CAPVILLS 
HIU-3J Hall Ofder Onh/. 
Betting For Profit IS Betting For Fun! 
Compute-A-Racet ... (StanOnro Version) ._ £12.99 
(EiecuBve Version) £19 99 
CHEQUES PO PAYABLE TO HANDISOFT 
HANDISOFT. 37 Mearjall Lane. Spon End, 
COVENTRY CV5 6HF 




£12.99 



ATARI ST/STE - AMIGA 



Games for REVIEW or PURCHASE 
TRY before you BUY 
At least 15 % off all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of any 
ST & Amiga Club 
Swop your originals in our SWOPSHOP 
(ALSO MOST MAJOR CONSOLES) 
From only £2.50 a title 
SPECIAL APRIL OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interaction 

Plea« STATE FORMAT and enclose a LARGE S.A.E. . 3©p stamp to: 
Cum-Com Software (International). 
Dept THO, Gardener's. 63 Kings North Road, A»hford. Kent TN23 2HZ 



|ESPSofty«uv (T O). 32a <*xd»**j^Rtt*i SoUhgrrixm-Sra. Kv** SS I 2ND. UK. J 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POCKETS/RODLAND SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PKOPRIf-TTOR:- Jucqulinc Wright. P.O. Ba\ 54. Southwest. Manrhr*lrr MI5 4LS 
Calls coet 36p per mln at 'cheap rate' and 48p per mln at other times 
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Of COURSE, no game would be complete without the 
good old onion bag. Or would it? One of the ideas 
which the team discussed was including an option for 
a 'park' game, where these beautifully netted goals 
would be replaced by two strategically placed coats. 
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THE CHAPS' FAVOURITES, Southampton and Norwich, 
will be joined by 98 other loams: the final game will 
incorporate 64 club sides from all over Europe as well 
as 36 European national sides. Not only that, but the 
player can also create his own look: "In all, you can 
have four colours on a single kit," says Yates. "Two for 
the shirt, and one each for the shorts and socks." Note 
the original sliding tackle frames - thankfully these 
were one of the first elements to change. 




PROJECT: Sensible Soccer 

PUBLISHER: Ocean 

AUTHOR: Jon Hare 
(graphics and game design) 
Chris Chapman (coding) 
Chris Yates (additional graphics) 
Richard Joseph (music) 

INITIATED: October 1991 
RELEASE: May 1992 



"THERE ARE TWO GROUPS OF PEOPLE ihcl we have to 
win over: (he people who really like Kick Of?- we've got 
to make them realise that our game is better - and the 
people who don't like Kick Off, who we've got to make 
things as simple as possible for." So says Sensible 
Software's Jon Hare, outlining the target audience for its 
forthcoming football game... just about everyone really! 

With the forthcoming European Soccer Championship 
in Sweden on everybody's minds, every developer in the 
country is currently looking at bringing out o game to 
cash in on the event. However, one problem they'll all 
have is that everything they do will inevitably be 
compared to Anco's 'greatest footie game ever', Kick Off 
2. 

Never one to leave his own trumpet unplayed though, 
Hare reckons that Sensible's efforts will give that classic a 
run for its money. Firstly, he points out that the entire 
team are Kick Off fanatics, so they at least have a good 
idea of what they're up against, "...and besides, we're 
not exactly new to this either," he continues, "After all, 
we did MicroProse Soccer [the classic 8-bit footie game] 
and got quite a few good reviews for that." 

Hare and his partner, Chris Yates, have always wanted 
to do a 1 6-bit soccer game, but it was only during the 
final stages of the development of Mega-lo-Monia that 
they made up their minds that it would definitely be their 
next project. "We played a lot of Kick Off 7" says Yates, 
"but after a while we found that we were getting tired of 
the things that were wrong with it: the bugs, the fact that 
you slide tackle when you don't mean to and that you 
can't see enough of the pitch to plan your moves in 
advance." 

Putting their heads together, the team decided that they 
needed a qame that was instantly playable, but with 
enough tolearn to keep it interesting for some lime. They 
also came to the conclusion that they had to concentrate 
heavily on the presentation: "We wanted it to be that 
playing Sensible Soccer was more like watching the telly 
than playing a computer gome," says Hare. 

Part of the way to achieve this was to provide 
spectacular sound effects: "We're going to do some 
decent samples of kicking sounds and some real-life 
crowd samples which will change with the mood of the 
game. If, say, you've got a red team playing a yellow 
team, then the red fans will start to get excited when their 
team plays well - not only that, but if you're playing in 
Italy then you'll get drums and firecrackers and stuff like 
that and if you're playing against Sheffield United it will 
be really quiet." 

But it would be wrong to give the impression that it 
would only take a few good sounds to keep the chaps 
happy. Yates takes up the thread: "Graphically, we 
wanted to improve on Kick Off too, so mot you could 
actually see what your players are 
doing." At the current stage of 
development, the players Took like 
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AND NUMBER 1 1 must score-.' Bui not A beautiful sliding 
tackle robs him of his moment of glory. Sensible Soccer 
is already playable to a degree but needs a lot of 
presentation work before ifs ready for public showing, 

they've jus! been signed on a free transfer from Mega-lo- 
Manio, but they're not quite finished yet: "There are 
header frames to do," explains Hare, "and throw ins, 
diving headers, overhead kicks... the trainer is even 
going to come on with his magic sponge when a player 
goes down," 

Despite the efforts being ploughed into the 
presentation, the team realise that playability is what it's 
all about. As you'd expect, Hare remains confident: "The 
reason that we feel that this game is going to supersede 




MORE GOALMOUTH ACTION, only this fime 'it's on a 
slightly less salubrious surface. 

Kick Off, is because Kick Off has set its path - we know 
what control system the next version will have and they 
can't really change it because if* s too much part of the 
game. What we're doing is almost the next step forward 
- but Anco can't do that because then it wouldn't be Kick 
Off any more if they did. Our game is going to be like a 
marriage between the best bits of Kick Off, the best bits 




All events which aren't 
direcHy related to 
kicking the ball are 
taken care of by use of 
this unique 'dugout' 
feature, whkh can be 
called into view 
whenever the ball's 
gone out of play. "It's 
really simple to use," 
says Yates. "You just 
click on the manager to 
make a substitution or 
change tactics, or click 
on the trainer to treat an 
injured player. " By the 
way, don't some of 
those players' names 
look a little familiar? 



of Speecibali 2 and a few of our favourites from MicroProse Soccer. The best games 
are always mixtures of other successful games." 

However, what will really set the game apart and win most of its fans will be the 
masses of options. The team set-ups, for example, wilt be almost limitless, including a 
choice of kit between plain colours, stripes, hoops and different coloured sleeves (like 
the old West Ham kit); any team will have both a home and an away kit. Not only 
that, but each of the players can be individually named and there will be three 
different graphical styles of player to choose from; blond white players, dark-haired 
white players and block players - so you can authentically recreate your favourite 
team or even include all of your mates. 

This naming of players won't be purely cosmetic though, as Hare explains: "When 
you score a goal, the computer will log which player scored and later on when the 
score is flashed up on the bottom of the screen, the time of the goal and scorer* 5 name 
will appear underneath it. 

"As you'd expect, action replays will be a vital element, but once ogain there will be 
a twist - each time you watch a move or goal again, the sequence will be stored so 
that at the end of the game you can play them alt back again as match highlights. 
Unfortunately, technical problems limit this to 10 highlights, but what do you want, 
Match Of The Day? 

And so finally, they get around to explaining just how the game's mechanics will 
operate. Hare begins: "Each player is given a part of the Held which he 'patrols', then, 
depending on where the ball is on the field, he'll get as close to it as possible within his 
own boundaries. There are two players who are free from this restriction, the player 
who actually has the ball, and a supporting player who moves with him. Once they 
lose the ball they become 'deselected' and move back to their area." 

And what about actually controlling, the boll? Yates explains: "It 1 s simple enough 
really, just a short tap on the button for a pass and a longer press to shoot the ball - 



however, we haven't got all of the aftertouch in yet, which should add a litti 




e spice. 



AND THE REST... 
What do you mean late? Wizk'td was always due 
out at Easter. What's that? Oh! Last Easter! Well, 
better late than never the Sensible masterpiece of 
abstraction is finally ready to roll. It would be 
giving the game away to let you know what the 
final sequence is, but suffice to say that fans of the 
classics won't be disappointed if they make their 
way through to the end of this one. Those of you 
who are really sharp may have noticed that the 
picture isn't exactly like every other Wizkid picture 
you've seen before. Thaf s right! That's because 
if s not from Wizkid at all - this is an exclusive 
shot of another Sensiproject, Cannon Fodder, a 
multi -directional blaster which is currently in its 
early stages. 
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FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
Telephone: 081-747 9344 
Fax:081-995 1325 

Hours of opening: Mon-Sat 10.00am - 6.00pm 




t JIMegUog/ade {«. cloeki 29.99 

30 Coratfudton Kil 2699 

4D Sports Boflrvj 1690 

40 Sports Driving 16.99 

A320 AIRBUS 23.99 

Adams Famey* 1599 

Advance Tennis 16.99 

Aooiw 1899 

Air SuDporl „. 16.99 

Alien Breed 1 599 

Al*n Storm — 16.99 

Altered Destiny 19S9 

Amnios-.. „ 1 5.99 

Arvjlher World 16M 

ATAC*,.- _ . 2399 

B-17 Pymg Fortress 23 99 

BlDyJo 1599 

Barbarian II (PByiwsis) 1699 

Bards Tafe HI 16 98 

BATH 2399 

Ban* Bound" 1699 

Banie Commind _ 14 39 

BaMe Isles , , 19 99 

BartocheH 14.99 

Baniechtss II —1699 

Bg Run\., 1599 

Bil&imBNascarRac" 1699 

BrtsolPrey (Hawkl 2399 

Sa« Crypl __„___„16S9 

Boston Bomb Club 1699 

Bonanza Bros 1699 

Cardan ^..,.16 99 

CardfiaJ ol the Kremln" . .. 16 99 

CefW legend 21.99 

Centurion —1699 

Challenge Got) 1699 

CMOS Eno>ne 16.99 

Charge of ttie Lght Bngadel799 

Chinlc* Revenge' 1599 

Conan me Cirnmanart 19.99 

Coven Action' 53.99 

Cruise F« The Corpse .1699 

Cyber Fflhl 1599 

Oaemonsgate 1699 

Death Bringer...- — 1699 

Deulerous 1999 

Dsoplei ol Sled 2399 

D Dragon 3 The Rosetia.1699 

Dragons Lair.-., 2699 

Dragons la/ II Time Warp 2699 

Dune" 1699 

Eeo Quest 27 99 

1599 
2399 
. 15 99 
1699 
.2099 
19.99 
-1699 
2399 
.19.99 
.15.99 
.2199 
.1699 



P* „ 

Elvira Mistress C* Darh.ll 

Epf — 

Eye Of The Beholder 

Eye Ol The Beholder II' 

Eye 01 The Swim" 

EitRe. ... — — „— 

FlSStrike Eagle II 

f 19 Stealth Fighter.. 

F29 Relator 

F117A'- -„-,-„_ 

Famastc voyage .. 



FN Fight ____ 

Frsl Sarrural , 


-.1699 


.1639 


Flgnt 01 The Intruder 


.-.19.99 


Root 13 


.2199 


Formula One Grand Pru 


• 2399 


Formula One 3D 


.1699 


Fjnball 


...1599 


GaunBet III" _____ 


...1699 


Geisha HByrs only). 

Godfather 


.1699 

..-16.99 


Gods 


-1599 


G LOO h 


.1699 


■ 1 i . V ' 
Heart ol flMps; 


51 DO 
2799 


Heimdall 

Home Atone' ,_„ 


-2399 
....1699 


Hook' 

Hudson Hawk'— 


-1599 

...1599 


Hunter ... „-„-,_.,„,. 


.1999 


mdy Jones (Fate Atlanta 


J ..18.98 


jamas Pond 2 _ 


1599 


Jimmy White Snooker. .. 


. .18 99 


Joe Montana Footbar 


...16.99 


John Madden Football' 


.1699 
-2699 


Kings OueetV 

KttOrtiilHallMeg) _ 


.12.99 


Ke* OH II (One Meg) .... 


-.15.99 


•(nightmare 


...19.99 


Knight 01 The Sky 


2399 


Last Ninja 111 

Leander 


-15.99 
1699 


Leisure SuH Larry V. 

Leninwips 

Lemmngs Data Disk. .. 


.2699 
.1699 
.16.99 


Lemmngs Stand Atone. 


.. 1699 


Lord 01 The Rings 


.1699 


Lotus Esprit 11 


.1599 


Lure 01 The Temptress' 


1699 


MaoOog Willana 


.2199 


Mage Pockets 


.1699 


Marcneste' Untied Europe 1 5 99 


MauDtt Wand* , 

Mega Lo Ma-Mi' 

Mega Twins.. ...... 

Micropiose Got) 


-1699 
...1999 
.1699 
.2399 


Uio^nter II 


2399 


Might artf Magic III* 


-21.99 


Monkey wand — 
Monkey Band IT 
Moonbase' 


-1699 
1799 
..22.99 


Moonslone" „ 


2199 


UylY ,— — _ 


.15.99 


»*avy Seals 


...15.99 


Outrun Europe.— 


.16.99 


Pang — „■,,_„_,_,_,_ 


.15.99 


Paper Boy II _ , 

Pegasus 


...16.99 
16.99 



PGA Data Oisk. 

PGA Hue 

Ptfighter 

PooS 01 Darkness 

Populous II....-™™. 
Powernonger 



11.99 

W.99 

— 15.99 

21.99 

20.99 

18.99 



•Ai 0m time ot printing ihesa games m not avWMDIe But Will be 
Ocspoicnoo to you on releeae date. 



COMSAT ACES 

■"iii" Borneer. Oumnip, 

CIS.99 



POWER UP 

Aiwreo Beau. Rareo* Wend 
X Cm. Chase HO. Tumcen 
CI 7.99 



HOLLYWOOD 
COLLECTIONS 

Roddcop Gtotttuttan t| 
Indiana Jones. Batman. 
E17.M 



SOCCER MANIA 

Football Manage' Garza. 
Micro Soccer. Focfbail 
Manager Wort! Ct« 

E9 99 



RAINBOW COLLECTION 

RairJo" iu*vi BuMIr 



El 2.99 



TNT 2 

HyOrn. Ski) I una C'DWinnes 
Hard Dtvln 2. Badanda Stun 
Runner 
19 W 



I HOT 2 HANDLE 

Shadow Wamsn. Gotten Aia. 
Super 0" RD RactH, Total 
Racal 
El 739 



QUSEIFOR ADVENTURE 

Operaton Stealth. Indy Jonas 
the Advertise. Mean Seeets 
21.99 



MAGNUM 4 

Afterburner. Double Dragon. 
Operation Welt Banian Capao 
Ciuaadar 
El 6 .99 



DOUBLE DOUBLE BILL 

TV Sports FooWai Lords 01 
Tha Rising Sun, TV Sports 
BatkatOall - 
E20.B9 



AIRSEA SUPREMACY 

Seani Service. Wing*. 
Gunsnip. Camer Convrano. 
Pa7 
El 0.99 



MIND DAMES 

AuBto-trti. WaMTOa. Conmo - 
Eur rem 
£14.99 



POWER PACK 

Xenon <( TV Spot* Focoail. 
tbccdvtych. Lombard Raoy 
14.09 



FLIGHT COMMAND 

Elmmator. -■ ■ Eagta 
Harrer. LencasMr. &> F0>. 

9o/ Cnaaa 

El 2.99 



CHART ATTACK 

lohis Eaprt. Venus. James 
Pond. Gricub a Gncsrt 
MM 



COMPUTER MIT3 VOLUME 3 

Terns. Joe Blade. Gohtan PaHi. 
snaoo* 
C6.99 



NINJA COLLECTION 

Snadow Wamors. Dragon 
Ntaja 
□ouSe Dragcn 
EH» 



TOP LEAGUE 
BpaedbJ ". Rc« Dargerous 
II, TV Spans Foolbali 
•Adwrter. Faton 
E19S9 



4 WNEEL DRIVE 

Lotus Esprit. Coica GT Raiy 
Comtn Race*. Team SuuiM 



BOARD GENIUS 

Manopoty. Soabbie. Cuedo 
Manor Dewcitve. Ra* - The 
Wok) Concijmi Game 

tn n 



QUEST AND GLORV 

Cadaier lAOMnter. BAT. 
Boodayth 
19.99 



FOOTBALL CRAZY 

Kk* Off 2. Final WhiHIa. 
Prayer Manager Also incbdes 
IBf 1990 FREE 
C'4.99 



CAPCOM COLLECTION 

Sirdar. UN Squadron. Last 

DualForgottan Wotti*. 
Griouls A GhosU. Drnasty 
Wari Lad Storm Binder 
E1B.99 



MAX 

Tomcanll Sw». Ngdtsnm. ST 
Dragon 
n-i w 



BIG BOX 

Captam Blood Satan Guns Teenage Oueen Bubble Plus. Tin Tn. 
Purple Sa;jm Day. Krypton Egg Jumprg Jadson Bo Bo 
Hostages 
E1&K9 



Powermorge' Data Disk.. 1 1 99 

Railroad Tycoon _ 23.99 

RBI BasebaH II 1799 

Reach For The Skies' 1999 

Rise Of The Oregon 26 99 

Robocop II ..— 1599 

Robocop III 1599 

Roboione ,..16 99 

Rocketeer 20.99 

Rooland , -,,..1699 

Rolktg Romy 15.99 

Rubcon. . 1699 

Rugby World Cup 1699 

Savage Empire » 1999 

Search For The King 1999 

ShaoOw Sorceror _..17.99 

Shadow Wamor 1599 

ShutBe The Stmutator 27.99 

Siege Master*, 1699 

Snant Serves II 23.99 

SmAM* 15.99 

Sm Earti*. _^ 



S-npsons , , 15.99 

Smash TV 1599 

Space 1889* __™_.16.99 

SpaxeA;* 1 E-:rl- 9'* 

iCrusade 1S99 

i Gun 15.99 

Space Quest IV. — .2699 

Soecal Forces 23.99 

Star Flight ll 16 99 

Stave McQueen 16.99 

Sinke Fleet 16.99 

Super Space Invaders 16 99 

Suspicious Cargo 1699 

Swap 1699 

Switch Blade B_„— .. 1599 

Terminalor II 15.99 

Test Drive III , 1999 

The Adven 01 Robin Hood 16.99 

The Gocffatner-, 20 99 

The* Fnesj Hour 19.99 

TtofflrBStHrMosWDa*- 1299 

The Manager 1699 

Titunderhawk 17.99 

TeOH —,—...15.99 

ToW _™ 15.99 

Turbo Charge" 1699 

Turtles Arcade' 1899 

TV SporB Boning 1699 

Twilighl 2CO0 2199 

ufltma VT_ _ 20 99 

Utopai 1999 

vengence ol E»ca*bur IB 99 

Video Kid 1599 

VWhed" ™ . 2199 

Vroom 16.99 

Wlk) Wheels 15.99 

WIlKaJ 14.99 

Wod Child --17.99 

World Cass Cricket 19.99 

World Oass Ruby 18.99 

Wrath 01 The Demon .19.99 

WWF „ 16.99 



BUDGET TITLES 

3D Pool 7.99 

3 Stooges 8.99 

Advanced Fruit Machine6 99 

AHerOumer 699 

ArkanokJII..- 6,99 

Axel Magic Hammer 6 .99 

Barbarian ll (Palace) ....6.99 
Batman Caped Crusader6.99 

Batman The Movie 6 99 

Bubble Bobble 6.99 

Camer Command 7.99 

CenlerlokJ Squares 6.99 

Chase HQ .. m 6.99 

Chuckle Egg 8.99 

Chuckle Egg It 8.99 

Cotossus Chess 7.99 

Continental Circus 8.99 

Crazy Cars 6.99 

Daily Double Racing 6.99 

Daley T^mpsonChaD. .6.99 

Deiux Strip Poker 6.99 

Double Dragon I or ll ....8.99 

Fast Food 6.99 

Flood 8.99 

Forgotten Worlds 6.99 

Gauntlei || , 6.99 

Ghouls and Ghosts 6 99 

Hitchhikers Guide 8.99 

IK+ 6.99 

Jet Set Wille 8 99 

Last Nin|a II 6.99 

Leather Goddess 8.99 

Lotus Esprit 6.99 

Manic Mlnor^„_ 8.99 

Moonwfllker 6 99 

New Zealand Story 6.99 

Ninja Warrior 8.99 

North And South 6.99 

Operation Thunderbolt .6.99 

Operation Wort 6.99 

Outrun 6.99 

Phantasy Worid Dozy ..6.99 

Predator 6.99 

RAC Lombard Rally 6.99 

Rambo 3 ..6.99 

Red Heat 6.99 

Renegade 6.99 

Robocop 6.99 

R Type 6.99 

Shlnobi „„ 8.99 

Stunt Car Racer 7.99 

Silkworm. 6.99 

Swrtcnblaoe 6.99 

Thunderblade 6.99 

Treasure island Dizzy .4.99 
TV Sports Football (US)7.99 

Untouchables 6.99 

Vigilante .. „„___..6.99 

Worldclass Leatterboard6.99 
WizbalL 6.99 
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FEATURE 



Since the success of The Secret Of Monkey Island and Indiana Jones And 
The Last Crusade, Lucasfilm has become one of the biggest players in the 
graphic adventure stakes. Paul Presley looks at the next two instalments. 




WHEN IT COMES TO FILM LICENCES, one company has a 
najor edge over the others. Lucasfilm Is the software 
n .11 n h of film director George Lucas' formidable empire, 
so it's only natural thai it gets the chance to produce games based 
on some of the greatest adventure films to date. Indiana Jones is the 
biggest name in the Lucas stable and gamesplayers across the world 
have already marvelled at Indiana Jones And The Last Crusade: The 
Graphic Adventure. 

Thankfully, it isn't just big name stars' that gain all the attention 
over at the California ranch. There can hardly be an Amiga owner 
who isn't familiar with The Secret Of Monkey Island, the adventure 
game that became one of the most talked about games of the 90s. 
The quality graphics, wonderful sound effects, music and humour 
that made up the adventures of Guybrush Threepwood went to 
prove that Lucasfilm is more than just another vehicle for Lucas' 
movies. 

Since the release of those two games, Lucasfilm has been a hive of 
productivity, developing not just new titles, but sequels to old ones 
and new programming systems. The biggest improvement that the 
new range of games will have is the /MUSE music programming 
system. Given that this stands for Interactive Music and Sound 
Effects, you probably get a pretty good idea of what it's all about. In 
a basic sense, a game that uses the /MUSE system will have music 
and effects that 'follow' the player's actions, changing and adapting 
as the player issues different commands. 

A good example of this is In Monkey Island j (see panel). When 
Guybrush enters the swamp area, a spooky melody starts to play. 
When he climbs into the nearby canoe, a faint backing tune Is 
added. As he paddles off towards a mysterious shack a slow 
drumbeat starts, and when he finally enters the shack, the whole 
tune comes to a crescendo. Should the player deviate from this 
course (doubling back on himself for example) the music will rise 
and fall accordingly. 

The two biggest products being worked on are the aforementioned 
Monkey Island z and Indiana Jones And The Fate Of Atlantis. There 
are plenty of other projects in the pipeline, though, including 
adaptations of the Srar Wars saga (an arcade version of which has 
just been released for NES consoles), a game (or games) based 
around the upcoming Young Indiana Jones television series (which 
premiered recently In the States) and conversions of most of its 
existing titles to CDTV, enhancing them with improved graphics and 
sound and adding speech. 

In fan, loom is to be the first CDTV Lucasfilm game to appear and 
is a full 'talkie', with speech completely replacing the text. With 
most of the other games to follow, you can't help but wonder If 
Harrison Ford will provide Indy's voice and we can only guess at 
who'll be brought in to play Guybrush. 
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THE FIRST NEW RELEASE that Amiga owners will be able 10 enjoy Is 
the sequel to the legendary adventures of Guybrush Threepwood. 
Monkey Island 2 sees dte return of his arch— enemy, the ghost 
pirate LeChuck, and takes Guybrush on a journey to discover (he 
real secret of Monkey Island (which will come as a real shock). The 
plot was originally all part of the original game's, but owing to its 
size. It was cut in half and used for the follow-up. 

The sequel introduces three new islands to Guybrush's world 
plus a host of new characters (and a couple of old ones you might 
recognise, such as Slan the used ship salesman, now selling used 
coffins). 

The story begins with Guybrush suspended over a huge pit, 
holding onto a vine in one hand and an extremely heavy chest in 
the other. Suddenly, down comes another rope and he's joined by 
Elaine Marley, his true lave from the first game, who's curious as 
to what's going on. As Guybrush begins to relate his tale, they all 
start to fade out and the player begins the game. 

Monkey island 2 sees a coupte of 'firsts' for Lucasfllm, namely the 
use of the iMUSE system for the music and hand-painted, digitally 
scanned backdrops for the graphics. The result is a stunning 
mixture of sight and sound and should keep you enthralled for a 
good few months at least. Expect to see ft on the shelves around 
May. 



N DIANA JOI 




THE ADVENTURE 

! WCASRIM'S OTHER BIGGIE 1 is the fourth adventure to feature 
everyone's favourite archaeologist/adventurer, Indiana Jones, this 
lime exploring the mysterious city of Atlantis. This is a unique Indy 
adventure: it isn't an odapianon of a film, but was destined purely 
from scratch. You may have alieady had a chance to read the sroiy 
thanks to the recently released Indiana Jones And The Fate Ol 
Aitantiscomic book (available from most good comic speciulfsl 
shops). 

Indy's quest starts, when he's visited at his college by a 
mysterious German with an um.fcnl statue. Unwittingly, Indy 
causes ihc statue 10 release a liny glowing tn-.nl which the German 
promptly snatches and irli-s 10 escape with. A chase ensues but all 
Indy ituinagrs m capture is tlie man's coat, containing a couple oF 
names and address. One of Uiese leads to an old flame ol Indy's. 
Sophia Hapgood. who is currently performing in a stage show all 
about Atlantis. The duo team up and embark on a perilous 
adventure that stretches from one side of the world to iho oiher, 
wling up. eventually, in the fabled city of Atlantis iKelP 
Once again. Indiana Jones And The Fate Of Atlantis utilises the 
/MUSE system, together with a remarkable graphics process known 
as Rotoscoping. Real— life video tapes of people involved in certain 
actions (walking, running and sitting around, m name but a lew) 
are ted Into a graphics program and literally p*nnied QVCf, This 
gives a much more realistn .i|i|ie<if.iw «* in all the charatlen- 
ndlana Junes And The Pale Of Atlantu is still lieing worked on al 
he moment and Lucasfllm are e»(Kt dnv it lu be finished towards 
I of die year 




FEATURE 



The cybersketchers at Angel Studios are fed up with doing it on 
screen, so they've decided it's time to start engineering for the 
real world. Steve Cooke gets all shook up about the Solopod... 





36 



I II OIMI- Af'RIl 1*>*»2 




FEATURE 



Angel Studios' creative talent Brad Hunt is Fed Up. He's just 
r inished eight minutes of state-of-the-art animation for The 
Lawnmower Man - Hollywood's first major feature film 
about Virtual Reality - and it took him and his colleagues about a 
month per minute to put it together. The footage is superb and the 
critics are howling for Oscars. Hunt, bathed in Californian 
sunshine, looks as if he might burst into tears at any moment. 

"It's just so much WORK!" he sighs. "It's really difficult. It's tough 
It's hard. And after all that sweat, the stuffs used only once. We 
need to build a long-term business here, not just leapfrog from one 
project to the next. What's the answer?" 

There's a loud shriek from next door, accompanied by a derisive 
hydraulic hiss. Something falls on the floor with a loud thud. It 

sounds human. 

"What we need." says Hum, 
casting a homicidal glance at the 
wall, "is something to turn our 
animation work into a product 
that can be sold over and over 
again. If we put so much into 
something, we need to make more 
money out of it. It's as simple as 
that." 

There's a long pause, punctuated 
by what sounds like a huge metal 
cat pouncing on inflated plastic 
mice In the next door room. Hunt 
looks awkward: he wasn't 
expecting my arrival today and he 
was too courteous to turn me 
away. We sip our decaf feinated 
coffees politely. Suddenly the 
silence next door is even more 
menacing than the sounds that 
preceded it. 

After a hiatus of at least 10 
seconds, which is a very long rime 
in California, Hunt looks up from 
his coffee and smiles at me 
innocently. "Are you." he asks, 
"susceptible to very high G- 
forces?" 

He's going to show me - but he's 
going to make me pay... 

"Everyone's into simulators 
nowadays." comments Hunt as we 
head next door, "but no-one's 
concentrated on single-person 
motion bases. We have the 
experience in co-ordinating 
movement with vision,- sound is 
pretty easy to deal with. We're 
ideally set up for something like 
this. It's my Pet Project..." 

The Pet Project stands in the 
middle of a large room and looks 
hungry. It's called Solopod, Brad 
tells me, and it immediately makes 
a very poor impression on me. 
That's because its seat is set very 
high off the floor and it's busy 
tossing one of the Angel Studios 
testers around like a Barbie doll 
on a rhino with a hormone 
problem. Mostly, however, it 
makes a poor impression because 
1 know it's my turn next. 

"We've designed Solopod for 
higher performance," Hunt points 




Brad Hunt enjoying a brief flight on Solopod. This is an opportunity for 
us to recreate some of the excitement of the nightclub. At the Sim Center, 
we could have conductors, maybe even DJ'sl" 




Vertical movement Is pro\ided by a scissor-like mechanism that is 
astonishingly efficient: but Angel is thinking of substituting hydraulics 
for even better performance. 




Brad Hunt at his workstation. The company uses Silicon Graphics 
equipment to generate state-of-the-art animations for film and television. 
Don t miss The Lawnmower Man, out here in the UK this summer. 
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out. ~Our objective is to develop a 
totally new arcade experience. We'll 
then use our software skills to 
develop a series of blueprints for a 
simulation centre that will offer (he 
first full-motion virtual world 
safaris." 

Virtual safaris? Surely not. Where 
are the headsets and the case full of 
smart drugs? All we have here is a 
monstrous Metal Mickey. "We've 
decided not to go for headsets at 
the moment." explains Hunt, "First, 
there's a hygiene problem and then 
there's the Poison Theory (see 
panel). We need something that will 
be kind and gentle with children 
and won't require a d07.cn 
attendants to keep it on the leash." 

I do not point out that usually the 
attendants are there to keep the 
kids on the leash. Looking at the 
Pet, however, I reckon he has a point. 

Solopod is still in the early stages of evolution and lacks a visual 
display panel. To project a virtual world environment for the user. 
Angel is developing software to run on simple NEC LCD projectors 
which give a high quality, hi-res display. Having seen their computer 
graphics in The Lawnmower Man, it's a fair bet that, when you strap 
yourself into the Solopod, you're going to be in for a surprise. 

"Up you go," says Hunt, jovially. I'm not too happy about this. "It's 
a bit high up, isn't it?" I enquire, thinking thai even if they don't 
have any smart drugs, a stupid one would do. Scotch, perhaps. 

"Yes, higher performance," Jokes Hunt, "Now, strap yourself In, 
then grab die Joystick. There are three degrees of freedom here, so 
you'll be moving up and down, and 
tilting left, right, forwards and 
backwards...- He moves over to the 
PC which is linked by a vast cable 
to (he Solopod's base. "OK, you're 
on line..." 

I push the stick forward gently. A 
mistake. I should have pushed it 
forward very gently. With sickening 
speed I'm catapulting upwards, my 
spine bending gracefully through 
about 180 degrees. In my haste to 
pull the stick back. I find myself 
corkscrewing In the opposite 
direction. The sense of acceleration 
is so compelling that it never occurs 
to me to take my hand off the stick, 
so for the next few seconds I 
perform a number of very silly 
manoeuvres. I'm far too proud 10 
cry out for help. I scream instead. 

Hunt, curse him. pays no attention 
at all. This is clearly his revenge for 
my unauthorised visit. For the next few minutes, I'm condemned to 
a dynamic bonding ritual with half a ton of carbonised steel. 

And blow me if after a minute or two I'm not having the time of 
my lifel Having got the knack of the controls, and with Hunt 
standing beside the Pet describing their plans for the visual displays 
and the software, I'm beginning (o see why he gets so excited about 
it all. 

What all current entertainment platforms lack ts a true synthesis 
of sound, motion and 3D vision. One day in (he not so distant 
future, this system could offer such an experience. Forget R360 and 
join the queue for Solopod. 




Sa/er y first' Fall to 
strap this on. and 
you'll be scraped off 
the ceiling. 




Current control 
mechanisms on 
Solopod may be 
bulky, but their 
extremely precise 
and surprisingly 
quiet. 



Technoproblems 

Synthesising sound, motion and 
vision is a sophisticated art that 
many are trying to learn and few 
have mastered. The trouble is 
that you need expertise in three 
very different areas: sound 
technology, animation and 
graphics modelling and 
engineering. Then you have to 
combine these skills with a 
fourth.- the ability to relate cues 
for all senses to each other. 

Get it wrong and the results 
are at best nonsense and at 
worst disorienting and even 
dangerous. "The problem at the 
moment," points out Hunt, "is 
that people really need to do 
much more research into relating 
motion-based systems to visual 
cues. The army has been really 
busy in this area with their 
helicopter simulators, but there 
are still a lot of unanswered 
questions." 

For example, why do people 
frequently suffer nausea and 
sickness when wearing VR 
goggles in conjunction with a 
motion base? One possible 
explanation put forward 
recently, the Poison Theory, 
suggests that the brain interprets 
bizarre visual cues as a symptom 
of poisoning and induces a reflex 
vomiting attack to clear the 
supposed cause. 

Then there are more subtle 
interface problems. "How do you 
use the motion base 10 simulate 
walking," asks Hunt, "and what 
about hand cues? Imagine a 
sword fight. How do you use a 
lever to control a sword that 
needs to stop when it's pushed 
up against a breastplate?" 

Of course, advances have 
already been made. Anyone 
who's been on Dtsneyworld's 
Star Tours, for example, will 
have experienced the effect of 
'wash out', when a motion base 
with a limited range of 
movement can simulate, In 
conjunction with visual material, 
a prolonged surge in any 
direction. "The trick." explains 
Hunt, "is simply to let the base 
give the Initial impetus, then 
allow the visual cues to take 
over. The brain Is completely 
fooled." Regular visitors to Star 
Tours, however, will know that 
the brain soon cottons on to this, 
so VR designers have to avoid 
repetitive wash-out effects in 
their scenarios. 
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Experiment 



What would happen if these people 




Archer Maclean 
Jimmy White's 
Whirlwind 
Snooker, IK+, 
Dropzone 



Jez Sanp> 
Starglider 1 & 
2, Birds of Prey 



A David Braben 
Elite, Virus 



▼ Eric Matthews 
Xenon 1 A 2, 
Speedball I A 
2, Gods 






Andrew Braybrook 
Rainbow Islands, 
Paradroid, Uridium 



Peter Molyneux ► 
Populous 1 A 2, 
Powermonger 



^ Jon Hare 
Mega lo Mania, 
Wixball, S.E.U.C.K 




were cornered by these people: 



David Upchurch & Gary Whitta 
- Two truly impressive members of The One's new editorial team - 



...and weren't allowed to leave until they had aired 
their views of the future of Amiga gaming? 



You can find out more on Pago 82 




PC 
ENGINE 
GT 



GAMEBOY 



GAME 
GEAR 



LYNX 



GAME 
GEAR 



LYNX 



Got a hand held? 





whhC&VG 



More hand-held action than 
you c^n stuff down your 
users! 

Garneboy, Game Gear, Lynx 
PC Engin^GJ^we take 
&tem all to ^esafrdJ^T 
which is th^best! ^ 

chock-a-block full of the latest 
reviews and previews on the 
greatest hand-held games in the 
world! 

latest and greatdpt, 
it's Britains only hand-held 
console mag - arid it's free w, 
C&VG! 






/a 





GO! Grab it quid 
• it's going fast! 
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PARASOL STARS 

(Ocean) 



46 SPACE CRUSADE 

(Gremlin)] 





48 SPACE GUN 

(Ocean) 

50 ELVIRA 2 

(Accolade) 

52 TITUS THE FOX 

(Palace/Titus) 




54 MYTH 

(System 3) 

56 VROOM 

(Lankhor) 

58 PINBALL DREAMS 

(21st Century 
Entertainment) 

60 RACE DRIVIN' 

(Domark) 




Who, what, where, 
when, why and 
how. Everything you ever 
wanted to know about 
the latest games that 
others couldn't tell you. 
Here at The One, we 
strive to bring you the 
most informative guide 
to whether or not you 
should part with your 
cash. Our unique 
reviewing style lets you 
feast in the quality (high 
or low) of the graphics, 
while our expert 
y am es players tell you 
everything else. Why 
bother with expensive 
imitations? 




GRAPHICS 

Do the reds go well with the blues or 
do you just get a purple haze? Quality 
counts as well as quantity. 



DURABILITY 

Will it gather dust after a few weeks 
or will it be in and out of your 
computer so often it gets dizzy? 



4 



SOUND PLAYABILITY 



A test of quality and aptness. Does it 
suit the mood or do you get brass 
bands during a funeral? 



Does it handle like a Ferrari or a 
Skoda? Is it a prize marrow or a prize 
turkey? TWs is the big one. 



OVERALL 

All the rest combined and then some. This Is the one you should listen 
to, it means business! 



WHAT'S TICKLING 
THE TEAM 



PAUL PRESLEY 

Prez has been a very 
busy chap this month. 
He suddenly realised 
that there was no 
editor, so his brain 
went into to overdrive. 
We only saw him once, 
and that was when he 
submerged to have a 
cup of coffee. Space 
Crusade was the only 
game that we managed 
to find out of his 
games playing hours. 




JOOLS WATSHAM 

Where's Joois been? 
He's worse than Prez. 
We heard him 
muttering something 
about Impossible 
World, but when it 
comes to games 
playing, he said: 'I just 
haven't had time for 
such luxuries, DPaint 
is taking up all of my 
time*. Yes, you've 
guessed it, Jools has 
been busy drawing 
away on DPaint, 
coming up with more 
sprites, platforms and 
all of the other things 
that go into a game! 



BRIAN NESBITT 

Wow, Brian has 
actually been seen 
around the office. 
Even though he's 
been sitting around, 
playing on his 
GameBoy. Mario, is 
the game that has 
taken up all of Bri's 
hours • apart from 
the occasional game 
of Kick Off 2 with 
Jools and Prez, of 
course. Brian boasts 
the 2-1 win over both 
Prez and lools - sad 
really! 





REVIEW 



Once again that lovable twosome. Bub and Bob, are back for 
plenty of madcap platform ction. And this time they've even 
got some protection if it starts aining. 



PARASOL 
STARS 

Ocean 
PRICE 

£25.99 



OUT 

NOW 

GRAPHICS 




SOUND 



i DURABILITY 




j UB AND BOB, after saving the Rainbow Islands from a fate 
.worse than death, have just sat down for a rest when the 
''whole world in danger' alarm goes off again. The evil fiend, 
Chaostikahn, has unleashed a horde of nasty aliens all over the 
universe, and it's the duo's job to go around seven different planets, 
disposing of all the aliens by thwacking them with their magic 
parasols, gifts from the Islands' grateful inhabitants. 

Well, it's all very silly of course, but then did you really expect 
anything different from a game like Parasol Stars, a cross between 
Bubble Bobble and Rainbow Islands? The saga has indeed come a long 
way since the pair were encased in dinosaur form, jumping around 
platform after platform in order to break free of the spell. 

Once again you get to control either Bub or Bob (simultaneously or 
separately), taking them through the levels collecting bonuses and 
killing everything and anything you see. Each stage is similar to that of 
Bubble Bobble (enemies dropping down from above and roaming 
around the platforms), with extra bonuses to be found when you pick 
something up and throw it across the screen. 

Once the bonuses are revealed they're up for grabs: either throw 
something across the screen, collecting all of them, or run as fast as 
you can over them, trying not to get killed. A particularly nice touch is 
that anything can be picked up and thrown, from the smallest of 
water droplets to the other player! 





THIS IS RAINBOW LAND, where it all happens. 
Guide Bub and Bob around the brightly coloured 
platforms, killing baddies and collecting bonuses. As 
you can see, Bub has one of the foes on top of his 
parasol. This can be thrown at other enemies or used 
to reveal bonuses. 




THE FOREST WORLD 
is one of the levels 
where the play-area is 
bigger than one screen. 
It allows you lo 
wander around from 
left to right, right (o 
left, collecting the 
goodies. Bob has been 
picked up by Bub at 
this stage; he can be 
used to either kill an 
enemy or reveal 
bonuses, either way it 
doesn't do Bob any 
good. The blue bubbles 
with lightning inside 
ihem can be picked up 
and thrown: if you 
collect five on top of 
one parasol, it turns 
into a super weapon. 
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AS YOU CLEAR each world, loads of goodies arc dropped down. If you collect 
the giant pumpkin you're rewarded with 10,000 points. There's a mass 
scramble to the centre of the screen as both players kill and maim {I thought 
this was a cutcy game* - Ed.) to collect this prestigious prize. 



AT THE END of each world, there's an evil guardian 10 
face. In this case it's the Grim Reaper dude that wants to do 
you in. Collect the jars containing the stars and build up the 
bubbles on top of your parasol to blast him. 




~ * P V * 





THIS MECHANICAL MANOEUVRER is a real pain. 
Luckily there are loads of bubble stars to collect which 
should help you out a lot. Lob loads of single bubbles at him 
for an easier kill. 






THIS EVIL PRINCESS guides her peculiar pony around the 
screen dishing out light balls. Simply zapping them with 
lightning should send them back to the stables in no time. 
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HOOKAH, you've picked up a miracle 
bonus. When you pick up two 
miracles it causes all on-screen aliens 
to be paralysed for a limited period. 
Three miracles will kill everything on 





THIS IS A MAP oF 
all of the worlds 
you need lo visit. 
Two of the worlds 
shown are actually 
secret worlds - see 
if you can find 
them. 



ARRCGHH! The 
aliens have 
landed. The 
mother ship 
hovers around the 
screen making a 
general nuisance 
of itself. You're 
not armed with 
lightning here, so 
you 11 have to 
change your 
strategy (o suit 
the fire that you 
lay down. 

A GIANT DINO 
from Hubble 
Bobble- Why ts he 
attacking you 4 
When he appeared 
in the original, you 
were a 'brother' so 
to speak. Oh, well, 
there's no time to 
convince him of 
family loyalties 
now, he seems to 
only have one 
thing on his mind, 
and that's the end 
of you. 






PARASOL STARS is obviously going 
to be judged by the success of 
Bubble Bobble and Rainbow 
Islands. If s definitely a great 
mixture of the two, but that 
doesn't automatically mean that 
ifs going to be an excellent game. 
Parasol Stars is a good game, 
there's no doubt about that but 
it's nothing new, nothing fancy - in 
short there are not enough 
differences between the original 
game and this one to start making a fuss 
about. Jumping around the brightly 
coloured platforms is enjoyable, but it 
also becomes a little tedious after a while 
(doing the same routine in every level). 
There are all the usual good points, the 
graphics are 

brilliantly Great 

done, bright 
and colourful 
and the main 
sprite has been 
based on that 
of Rainbow 
Islands, but re- 
drawn (so that 
there are extra 

expressions on Bub's and Bob's faces). The 
enemy sprites are equally as impressive, 
even if they are slightly limited in 
animation. A lot of the baddies are 
recognisable from Bubble Bobble, 
Rainbow Islands and even other games 
(like Doh, from Arkanoid)! The jolly tunes 
that accompany each level give it a very 
cutesie/arcade feel, which is exactly what 
it needs. However, it's still just a 
collection of mostly similar platform 
games that doesn't have nearly enough 
variety in gameplay that something such 
as Harlequin or Titus The Fox offers. 
Parasol Stars deserves to do well as it is a 
very good game, it just doesn't quite 
deserve the many accolades and cries of 
'classic' that it's more than likely to get, 
simply because the first two were so 
good. 



Jools Watsham 



graphics, 
great music, 
great fun - 
but nothing 
new 




Eagle 

Software 



FREE 
MYSTERY 
GAME 

WITH Of* OCRS 
A.OVEAEW V~ 



118a Palmers Road 
New Southgate 
LONDON N11 1SL 

(10 am -6pm 6 days) 

Tel: 081-361 2733/5730 
(2733 Faxline alter 6pm) 
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7 CP TITLES 



Hit MsgUwraae-aott 
WaridSeneaCnOei 
30 CtmludiCrt Kit 

AlffiArtW 
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Advantage Term . 

W - 

Air Supped 

Alan Storm 

Ajpna Waves 

Aiia-ed DeWy 

Anoiw World 

AMNIOS 

Am* 30 

A/nos CornpJer 

Amo* The Creator 
A/mourpeddon . ..„„ 
ATnourcflddG" Upc/ aOz 

ATOMINO 

AWSOME 

Bach to tie Future III 

Bat* » Ihe Golden Age 
BARBARIAN II |P»rt) 

BartfiTalem 

BA.T II 

BatSfOesa 

BatleOflMll . 

Bate Con*rynd 

BATTIE HAWK5 1942 
Sail* SJe 

&t!tf> Mjilff 

Ban« Souadrtn 
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Safin) Simulator II 

BMl ol Prey 

Blue Mai 
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Gatovor He pay o" 
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nzn 

£1299 
I : D N 
£1699 
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£1599 
(1699 
£1599 

£399 

nan 

£1999 
N/A 
N/A 
£1699 
£1699 
£23 99 
£1999 
£1699 
£1699 
£1699 
£1399 
£16.95 
£1099 
1 1 ■ H 
£t/99 
11&JG 
£1599 
£1699 
£1659 
£9.93 
££S3 
£14.99 
£1699 
N/A 
£1693 
fi593 
£2099 



AMIGA 

ts ■ 

£1699 
£3696 
£2699 
£1798 
£1696 
i i E K- 
£1599 
£1599 
£1699 
£1699 
£2199 
£1699 
£1293 
£2399 
£1993 
i>: * 
£1599 
£1098 
£12.98 
£1299 
£1096 
£1699 
£1299 
£1698 
£2299 
£1599 
£16.99 
£1598 
HlA 
£1999 
£1999 
1796 
£896 
£1699 
£1693 
£2399 
£1993 
£1699 
£1699 
£1698 
£1999 
£1699 
£1099 
£1299 
£1798 
£1296 
£1599 
£1599 
£1699 
£999 
£699 
£1459 
£1699 
£7 99 
£1699 
£1199 
*< 



TOP TITLES ST AWUGA 
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I don't know what I've been told. Alien spaceships are mighty cold. 
Gremlin's merry band of Space Marines prepares to board and conquer. 



SPACE 
CRUSADE 

GREMLIN 
PRICE 

£25.99 



OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 

i 




PLAYABILITY 



OVERALL 






S3 




THERE ARE 
THREE chapters of 
marines to choose 
from, with one 
player controlling 
all three, three 
players controlling 
one each or two 
players controlling 
any combination of 
cither one, two or 
all three (got 
that*). It's worth 
noting that 
different chapters 
have different 
chokes on the 
equipment and 
orders screen. 



THE 3D VIEW is used mainly to display action (such as shooting aliens). It 
is also possible to take a look at the view from any point during the game, 
the only thing you can't do while here is to issue orders or move around. It 
does look nice, though. 




THE SPACE MARINE: a fearsome 
fully-trained fighting machine. 
Although only a small part of 
the Legiones Astartes, each marine is 
trained from birth in the art of 
inter-galactic warfare and small arms 
combat with some of the most 
devastating armament known to man. 
Fortunately, they're on our side. 
Space Crusade is Gremlin's conversion 
of Games Workshop/Milton Bradley's 
best-selling sci-fi board game of the 
same name. Centring on small 
skirmishes aboard huge derelict 
spaceships, Space Crusade allows up to 
three players to command a squad of 
marines as they set about various 
missions in the name of the Emperor. 

Their adversaries include orks, 
Gretchen (small space-faring goblins), 
renegade marines, soulsucking aliens 
(similar to those of the film Alien) and 
huge robotic dreadnoughts (which 
bear a passing resemblance to the 
ED-209s in Robocop). All of these foul 
beasts have just one thing on their 
collective minds... your death. Is your 
Plasma Gun up to the job? 



1 rjaSf* f 

CURRENTLY SELECTED 




MARINES CAN 
arm themselves 
with Bolters (small, 
deadly hand guns), 
Assault Carinons 
(as in a modern 
attack helicopter), 
Plasma Guns 
(weapons that 
vaporise anything 
in their path) and 
Missile Launchers 
(really powerful 
explosives that 
damage whole 
areas). 



EACH MARINE 
can take one piece 
of equipment 
(allowing them lo 
roll extra dice in 
combat, or 
replenish lost 
energy points), 
while the 
Commander takes 
one Order 
{allowing the 
marines to move or 
fire twice in one 
turn for example). 






THE OVERHEAD 
VIEW is where all 
your commands arc 
issued from and 
where all the 
mavemeni lakes 
place. Both the 
marines and the 
aliens move in set 
turns', during 
which time they 
arc allowed to 
cither move then 
fire, fire then move 
or just fire or move. 



ONE OF the other 
things a player can 
do during his turn 
is to use the 
wanner. This 
shows the positions 
of enemy troops, 
although it doesn't 
show their numbers 
or type. Until a 
visual identification 
is obtained, the 
aliens are 
represented by 
green blips on bath 
the map and the 30 
view. 



WHENEVER 
SOMEBODY fires 
at or hits someone 
else, the view 
changes to an 
Isometric look at 
the surroundings. 
Here you get to see 
the piece of alien 
slime get vaporised 
from the face of 
the... crm, 
spaceship, in all its 
animated glory. 



TO ACTUALLY 
BLAST anything, 
you have to issue 
the command via 
the overhead 
display. Select fire 
or attack and the 
possible targets are 
highlighted in 
yellow. For ranged 
weapons the path 
of (he 

bullet s,'rockets,laser* 
is shown. 




THE BIG ADVANTAGE that Space 
Crusade has over Hero Quest is the 
use of teams instead of individuals 
for each player. This gives you a 
lot more to do and helps you feel a 
lot more involved with the action. 
It also allows you to develop a 
much more strategic approach to 
the scenarios (something which 
makes the game almost 100 per 
cent better than Hero Quest) and 
when you start playing with other 
humans and developing strategies, it just 
gets better. There are faults to Space 
Crusade, the most notable of which is the 
lack of continued 3D action. While full 3D 
gameplay would have been most 
satisfactory, the quick 'action cuts' as they 
stand are balanced well with the use of 
the overhead view. Other cracks in the 
hull are the m 

Enjoyable, 
atmospheric 
and faithful 
to the 
original 



strange way 
everything (from 
aliens to piles of 
rubble) explodes 
when you hit it, 
erthei from laser 
fire or with a 
sword, the 
apparent ease with which some of the 
larger 'muthers' can be killed (one of my 
Commanders destroyed an entire 
dreadnought with the mere flick of his 
wrist-sword) and a lack of decent 
congratulations when you complete a 
mission or a simple intro before you start 
one (just to set the scene). These are 
challenged by atmospheric gameplay, 
very nice in-game animations and 
graphics and a faithful reproduction of 
the board game that loses none of its 
payability and competitive, enjoyable 
action. These pros (as far as I'm 
concerned) more than outweigh the cons 
and make Space Crusade a very 
worthwhile product especially with the 
prospect of plenty of data disks to liven 
things up. It could do with some Wing 
Commander-type story telling though, 
helping to tie everything together. 



Paul Presley 
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James Cameron's done an awful lot for computer games. There's 
hardly a sci-fi game around that doesn't use his Alien creature for a 
bad guy. Space Gun is no exception... 



SPACE 
GUN 

Ocean 
PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 



SOUND 



DURABILITY 




THROUGHOUT 
THE SHIP you'll 
find Bashing lights 
on the wall (bey, 
what i pace ship it 
complete without i 
few flashing lights 
and strange bits of 
machinery that 
seem to serve no 
Apparent purpose*). 
Shoot them and 
extra weapons, 
equipment and 
ammo will be up for 
grabs. 




NOT ALL THE 
ACTION takes place 
In the space ship, 
learning of more 
problems on the 
nearby planet, you 
nip down to put an 
end to their evil, 
colonising ways. 




THE MAIN TASK is to rescue as many hostages as possible, 
within the time limit. However, in the heat of combat, it's all 
too easy to shoot the fleeing humans instead of the aliens. With 
the added problem or humans that rum into aliens, it's 
probably best just to kill everything. The action can take you in 
several directions. Initially you start by moving down an eerie 
corridor, but quite often you'll arrive at junctions and have to 
choose whether to go left or right. 




IN ORDER TO 
justify this 
mass carnage 



2039 A D . ... 

MAN BEGINS DEEP SPHCE EXPLORRTIOI 
HOWEVER, THERE ARE MANY UNKNOWN 
I1HN6ERS IH SPACE . . . 



of 

blood-letting, 
these simple 
scene-setters 
crop up 
between each 
level. 




THERE'S NOTHING LIKE 
laving a big, meaty gun in 
your hands to make you 
feel in complete control. 
Unfortunately, Ocean's conversion 
of the coin-op with the biggest, 
meatiest guns ever dispenses with 
them in favour of a mouse, 
joystick or Trojan Light Phazer, 
which just isn't really the same. 

Anyway, Space Gun takes you 
deep into the future, on board an 
earth-bound cargo ship that's 
been hijacked by aliens. The 
powers that be have deemed that 
the only feasible way of rescuing 
the hostages is to send a couple of 
heavily armed soldiers in to kill 
everything that moves. How's that 
for inter-galactic diplomacy? 
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NOT EVERY ALIEN 
is big, green and 
mull i- limbed, there 
are plenty of smaller 
pes Is to keep your 
gun overheating. 
Face hugger l are 
particularly nasty, 
clinging lo the 
screen and sucking 
away at your 
energy. 





THE ACTION can take you in several directions. Initially you 
start by moving down an eerie corridor, but quite often you'll 
arrive at junctions and have to choose whether to go left or 
right. 





EVERY FOUR OR 
FIVE corridors 
you'll meet up with 
the mother alien. 
Big, hard and fast, 
they've got every 
intention of 
stopping you from 
succeeding in your 
mission. 



IT'S NOTIUST 
BULLETS that you 
can pump into the 
alien 

scunv'BIth/dirtbags 
/other expletive. 
With the flick of 
your barrel, you 
can unleash a 
variety of 'smart 
bomb' style 
weapons, including 
flame throwers, 
freeze rays and a 
laser blade. 



I MUST ADMIT to being quite a fan 
of the arcade version of Space Gun 
(I've almost clocked it but keep 
blowing up my escape ship), so I 
was quite eager to see if Ocean 
had managed to do a decent job of 
the conversion. The answer is 
definitely a mixed one. There are 
areas of the computer version that 
shine through, but they are 
unfortunately offset by the areas 
that are distinctly murky. The 
speed and difficulty of the original are all 
there (as is the original feature of being 
able to reverse your direction of travel for 
a while by 
pushing Space - 
a fact not 
mentioned in 
the manual). 
Unfortunately, 
the graphics, 
presentation and 
payability are 

what's missing and it doesn't make for an 
enjoyable game. It just doesn't have the 
same thrill or 'loudness' that the arcade 
version had, I miss the feel of the large 
pump-action gun on the cabinet (even 
with the Trojan Light Gun compatibility it 
doesn't have the same impact) and the 
sound of the aliens screaming in agony as 
you killed them. Space Gun is a competent 
enough conversion all right just not 
outstanding - and I'm not sure that 
everyone was as big a fan of the arcade 
game as I was. 



Paul Presle 



Adequate 
conversion 
of a 
passable 
coin-op 
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Elvira is back in her second Horrorsoft adventure. This time a three- 
headed demon from the underworld and a horde of evil minions 
are out to nobble her. 



ELVIRA II: 
THE JAWS 
OF 

CERBERUS 

ACCOLADE 
PRICE 

£34.99 

OUT 

NOW 




DURABILITY 




■jjujivjIS w 



E 



ILVIRA, THE STAR of many a 
Ischlock-horror B-movie 
lextravaganza and president 
of the film company, Black 
Widow Productions, is in serious 
trouble. She's been forced into a 
compromising situation by 
Cerberus, the three-headed dog 
from Hell, and is being held 
captive somewhere on her own 
studio lot. Our canine friend is 
torturing her with the kind of 
breath associated with years of 
Chappie and Pedigree Chum 
Mixer consumption - but the 
worst is yet to come. If her 
clueless boyfriend. Stud Muffin 
(aka you), can't rescue her by 
midnight, we can all kiss goodbye 
to everyone's favourite vamp. 

It's no easy task, though. Stud 
will have to battle his way 
through three movie sets - a 
maze-like web, an old Victorian 
House, and a fog-enshrouded 
graveyard - before he can reach 
his beloved. He has magic and 
brute strength on his side, 
but you'll have to help 
him defeat more monsters 
than you'd find in your 
worst nightmares if you 
want him to succeed. 




FEELING THAT THE 
ANSWER might He 
inside the security 
hut, you pick up a 
handy rock, quietly 
chuck it through the 
window and force 
your way in. Inside 
there's a nasty 
surprise, a bunch of 
keys (attached to the 
nasty surprise) and 
access to the security 
system. 



50 



THE ONE APRIL 1992 



THERE ARE A QUARTET of 
character classes to choose 
from ai (he beginning of the 
game, each with appropriate 
statistics and skills. You can't 
generate your own players, but 
as you'd expect from a decern 
RPG, your stats can be 
improved with experience. 





YOU'VE BARELY 
PUT ooc foot in 
front of the other 
before Elvira pops 
up amid a cloud of 
smoke to offer you 
a welcome and 
steer you in the 
right direction. 
Fortunately, she 
doesn't make a 
habit of it 



IF YOU HEAD straight 
for the studios you'll soon 
find yourself engaged in 
combat. There arc plenty 
of monsters, all of them 
neatly animated and all 
formidable. You have four 
combat options to choose 
from, ranging from 
Normal to Berserk, and 
you attack by clicking 
directly on the foe's most 
sensitive places. 





BEHIND THE GATES are a motor pool 
and this reception area. This is effectively 
where the main part of your adventure 
begins. There are several doors here - 
straight ahead are the three studios, but 
there are also a couple of floors and a pair 
of toilets to grope around in first. 
Decisions, decisions... 



ANYONE WHO'S PLAYED Elvira, 
Mistress of the Dark will be able to 
find their way around Elvira II. The 
Seismic Activity indicator - which 
reveals approaching monsters - 
and a status display are useful 
additions, but fail to make this 
game radically different from its 
predecessor. The plot is new, but 
the game system is essentially the 
same, comprising Dungeon Master- 
style 3D (with excellent, gory 
graphics), handy inventory and controls 
displays surrounding the play area, and a 
huge number of disks (this time there are 
seven). On the whole, the interface is 
reasonably intuitive to use: if you want to 
go somewhere you usually have a choice 
of clicking on 
the screen or on 
the cursor 
arrows. 
However, 
exploration 
sorely lacks the 
Dungeon Master 
'sideways 
movement' 
command: for example, if you want to go 
to the right you have to spin through 90 
degrees and move forward - two actions 
where one would have been more user- 
friendly. Other commands are better 
implemented: you can pick up objects by 
dragging them into your inventory with 
the mouse, and clicking on an item 
automatically brings up a menu of 
commands associated with it. Elvira II is a 
decent RPG, marred by excessive disk 
loading and swapping - there are 
occasions when the loading takes up more 
time than the action - but with plenty of 
monsters, good combat and magic 
systems, and a large landscape to explore, 
there's plenty to keep you entertained. All 
you need is patience... 



Gordon Houghton 



A large role 

playing 
game with 
small, but 
significant, 
design faults 
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He's furry, he's fast, he's lost his fiancee, he's. 




TITUS 
THE FOX 

Titus 
PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 



SOUND 



DURABILITY 



PLAY ABILITY 



OVERALL 

87% 



TITUS IS A FOX, and a 
fairly energetic one at 
that His life is going 
quite well - until his fiancee is 
kidnapped by some evil bandits 
while on an assignment in the 
Sahara desert in search of the 
desert fox for Fox & Locks 
magazine. Now you must take 
the role of Titus and go in 
search of your beloved one. 

This entails going through 1 5 
levels of fighting thugs, fish and 
other meanies, while collecting 
energy bonuses and secret 
codes, which allow you to skip 
onto a further level. 
As in The Blues Brothers, there 
are traps and enemies lurking 
around every corner and you'll 
have to contend with rising 
platforms, secret rooms and 
impassible gaps, all of which 
require different means to pass 
them. 

You can explore all levels 
thoroughly, returning to the 
same position more than once 
(just in case you forget 
something). Make your way to 
the end of each level, simply 
by... surviving! 





TITUS ISNT 
ACTUALLY armed 
with anything, but 
he's got a great 
throwing arm. By 
picking up various 
items that are left 
lying around, you 
can in turn throw 
them at the 
enemies. Some 
objects bounce back 
to you, so it's a 
good idea to hold 
onto these as long 
as possible. 



IN EVERY LEVEL 
there's a padlock 
and a lamp (o be 
found (there are 
sometimes more 
than one of each). 
The padlock acts as 
a restart point and 
the lamp rewards 
you with a code 
which enables you 
to go straight to 
this point at a later 
stage. 




THE EGYPTIAN 
LEVEL is one of the 
better levels. It has 
a few handy 
gadgets, the best of 
which is the magic 
flying carpet. This 
enables you to fly 
from a great height 
and glide safely to 
the bottom, killing a 
few of the bad guys 
on the way. 




ANOTHER IS the 
bouncy ball (this 
also appears on 
other levels) which 
returns to you 
after you've 
thrown it and 
allows you to use 
it as a trampoline - 
which is useful 
when you can't 
jump high enough 
to reach .1 
platform. 
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SKELETONS ARE 
just one of the 
nasties in this level. 
Watch your head, 
because they 
appear from 
everywhere. Other 
things to look out 
for arc the fire balls 
that are spewed out 
from the fire 
beneath the bridge. 

A bit of cunning 
thinking is required 
to make it across a 
large gap (hint: use 
the springy thing). 



V 



A PART OF THE 
Egyptian level involves 
speeding around an 
array of pipes. Follow 
the numben and you 
should reach the end 
safely. Take a wrong 
turn and you'll be 
boiled! 



GUIDE our little friend 
at neck-breaking speed 
through the levels, 
avoiding meanies like 
Baldy here. If you so 
much as touch him, 
you can say goodbye to 
an energy cell (energy 
can be replenished by 
collecting the fancy 
blocks, which are 
dotted around all over 
the place). Not every 
level is what it seems: 
if you pull down on 
your joystick in front 
of some doors, you 
enter a secret room - 
keep your eyes peeled. 
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EVER BEEN to a warehouse party* Well, 
here's your chance. No f this one isn't 
illegal, but you're definitely not invited. 
In this warehouse, squiggling worms 
come in their hordes to pester you: once 
they're on the same level as you. they're 
impossible to hit, so get them when 
they're on another ledge. At the bottom 
there's a mine shaft, which has mine carts 
racing along a track: these are very tricky 
to dodge, so just throw something at 
them. 



AS SOON AS you clap your eyes on 
this, you'll immediately see the 
similarities with The Blues 
Brothers and Rick Dangerous. The 
graphical style is that of the 
former and the gameplay bears 
some resemblance to the latter. 
The main character, Titus, is 
brilliantly animated, both when 
running and when standing still 
(giving you the 'c'mon, what are 
you waiting for?' look). Other 
sprites are equally as impressive in look 
and animation. The in-game tunes are 
great, giving a real sense of atmosphere 
which, coupled 
with the spot 
effects, make the 
overall sound 
brilliant Despite 
the little furry 
creature's speed, 
he's easily 
controllable - and, 
if you're a real wimp you can slow him 
down. The speed does lead to some very 
tricky moments though, especially when 
you need to judge the pin-point 
positioning of a landing on a ledge. Titus' 
biggest strength though, is in the amount 
of thought that's gone into the game's 
design. The fact that almost every object 
can be used is so many different ways, the 
sheer variety of transportation available 
to the cunning little fox and just the 
intelligent layout of each level makes the 
whole thing such a joy to play. Titus the 
Fox is a very playable and fun game and is 
an excellent follow-up to the superfluous 
Blues Brothers. Titus looks set to become 
the Delphine of platform games. 



Jools Watsham 



Almost as 
good as 
The Blues 
Brothers... 
almost 
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On the Commodore 64 he was dressed in a T-shirt and jeans. Now he's 
bared his chest, grown his hair, and gone for the barbarian look. 
System 3's hero has grown up. 




MYTH 

SYSTEM 3 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



* 



PLAYABILITY 



OVERALL 



93°/ ( 




T 



HE BASIC IDEA in all platform games is to kill everything in sight and make it to the end of the level. Myth 
has this, and more. Within each level you're required to sort out a puzzle before you can progress onto the 
next level. For example, in level two you need to collect the Medusa's shield, so you can protect yourself 
from her evil rays in level three (other puzzles come in the shape of having to hit a skeleton's head into the flames). 

All of the levels take on different mythological eras, be they Greek, Norse or Egyptian. They also include 
characters like the Medusa and the devil himself. 

Starting your adventure in Hades, the Greek hell, you're greeted by skeletons and gargoyles, before reaching the 
Greek mainland. This leads on to the Crypts of Medusa, and then on to the three headed Hydra. Next up is the 
Norse viking ship, which brings you to the dark forest and eventually Valhalla's Castle. After this, it's Egypt. There 
you begin outside the great pyramid, and then enter it, exploring the trap infested chambers before finding King 
Tut's Tomb and Treasure Chamber. Finally it's the main confrontation with Dameron (the giant head of heads) in a 
fast scrolling shoot 'em up section. 

Simply make your way through the many levels, killing, surviving and working out all of the different puzzles. 
What could be easier? A game of crazy golf perhaps? 



I 
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WHEN YOU MEET the delectable Medusa, she's not exactly 
>Ieascd to see you. She continually fires lethal bolts At you: deflect 
peril. The magic shield will protect you from 

pr head off. 



ONCE YOU'VE MANAGED to defeat (he Medusa, you can use 
her head as a weapon. Firing magic bolts all over the place proves 
to be an effective means of lulling enemies - especially the three- 
headed Hydra. 




IE EGYPTIAN LEVEL little guards try to stop your progress, 
a few swipes with your sword and their heads soon come frying 
off. Make it past these and you can enter the pyramid... 



... once inside, you have to be very careful. Numerous traps are 
set, just waiting lo spring on you. Some can be seen if you look 
carefully, so you've only got yourself to blame If you get an axe 
embedded in vour head. 
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OF THE AIMS in tbr 
firs! level is to break ibis 
chain. If you follow ihe 
skeletons' fall, the second 
part of the puzzle can be 
fulfilled. This leads on 10... 




YOU START your 
intrepid adventure 
in the dingy caverns 
of hell. This place is 
crawling with 
skeletons and 
gargoyles. A few 
punches and they're 
soon sorted out - 
and some of them 
leave handy objects 
behind: cither a 
sword r magic bolt 
or entra energy. 



ONCE YOU'VE MADE IT onto the 
second level, you're greeted by a 
beautiful woman. She gives you 
commands like 'come closer'. Follow 
these and you're rewarded with 
extra energy. Ignore these and she 
(urns into a fierce bird, and bites 
your head off. Further on in the 
level, you need to get the Medusa's 
shield: this will prolecl you from 
being turned into stone in the 
confrontation. 



IN THE DARK 
and mysterious 
woods, (here's a 
Dragon wai(ing (o 
snap your head off. 
This can't actually 
be killed. Force its 
head in(o an 
upright position 
and you're able to 
run past. How you 
do this is up to 
you. 



•V* V 
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ON THE 8-BIT MACHINES, Myth was 
a massive hit, winning awards and 
acclaim alike. Obviously, System 3 
has tried to emulate this on the 16- 
bit machines, but has it succeeded? 
Even though it's been a long time 
in development, it's been worth 
the wait Myth looks like a 
standard platform game at first 
glance, but as you play through 
the levels you realise that there's a 
lot more to it. For a start, the 
feeling of control over the main character 
is exceptional (even when standing still, 
you can perform more than enough 
moves to kill everything in sight making 
it a lot easier than the usual 'turn around 
to kill' game). The animation is also very 
well done: when you run along a 
platform, for example, you really feel as 
though you're giving it your all. 
Thankfully the detail doesn't stop there 
either. 

Great graphics, 

great sound, 
great gameplay 
- great game! 



The 
enemy 
sprites 
and 

backdrops 
have been 



given an 

equal amount of attention to detail, and 
they all help the overall 'feel' of the 
game. Even the sound effects are meaty 
(one example is the 'thud' when you 
punch a skeleton). "This is all a bit like 
First Samurai, isn't it7' you're probably 
crying and well, yes you'd be right. Even 
though the main sprites are smaller and less 
detailed than Mev Dinc's semi-classic (and 
even though Myth doesn't have the 
harmonious sound effects), the same feeling 
of control is generated by both games and 
the speed blur is a dead rip-off. However, 
Myth has got more than enough variety to 
make it worthwhile. He may have started 
life on the C64 as a boy, but Myth has made 
it onto the Amiga and become a man. 



Jools Watsham 
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REVIEW 



Is there room for another racing game? If it's as fast and playable as 
this is- Yes! 




THERE ARE TWO TYPES of racing game: the 
simulator, which MicroProse seems to have 
wrapped up with Grand Prix; and the arcade 
type which programming team Lankhor has chosen 
to attempt here. 

Vroom has three main driving modes: arcade, 
racing and training. The arcade mode allows you to 
control the cars with either joystick or mouse and 
the aim is to get the overall highest score; the 



racing mode differs in that you can't use joystick 
control (which is easier by far) and the aim is simply 
to win the race. Finally, training mode allows you 
to choose any course and to practice with any 
amount of laps - to ease you into the control 
method. 

If you get bored of thrashing the computer, you 
can link up your Amiga to your friend's and 
compete against each other - great fun ! 




WHAT WOULD A RACE BE wilhoui the occasional crashi A* 
see, the wheel goes flying if you happen to crash into a tree (not 
surprising really), then as quick as a flash it mysteriously comes hack 
and you're fit 10 re-enter the race. 



f 



WHAT A Prr-Y (GROAN), you've 
tun out of gas and you have 10 
make a pit stop. When you manage 
lo enter the pit (as slowing down in 
time tends to be slightly difficult 
when travelling at over 300kph), 
pressing T tells the pit attendant 
to change your tyres and 'G' tells 
him to 'fill it up'. Then you have 
the task of getting out without 
being hit by another passing car. 





THE RACING 
OPTION pud you 
against 15 opponent!, 
all computer - 
controlled. You start in 
japan on (he Mont Fuji 
Circuit followed by 
Austria, France, U.K, 
Sweden and finally 
U.S.A (although the 
manual refers to these 
in a different order!). 
Apparently the circuits 
are identical to the real 
thing apart from added 
slopes, trees and 
bushes. You can choose 
between manual or 
automatic gears: with 
manual allowing use of 
six gears. 
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IN TRUE FORMULA ONE STYLE, a qualifying lap is required before each race. You're 
placed at the front and have to make a respectable fastest lap time if you want to 
qualify with a good grid position. 

AS WITH MOST CAR 
SIMULATIONS 
there's an overhead 
map to help you out. 
This is extremely 
accurate and proves to 
be a bit of a life saver 
since you can see the 
little black dot that 
represents your car 
approaching hairpin 
bends. Other cars 
aren't indicated, so a 
few glances in the side 
mirrors might prove 
to be a help. 




■ 



AS WITH EVERY RACING GAME 
V room's computer-controlled 
opponents are all skilled drivers 
and able to take the sharpest of 
corners with ease. Although this is 
frustrating, it also adds a sense of 
competition and makes you more 
determined to catch up with them 
and to eventually overtake. The 
first thing that will strike you 
about Vroom is the speed - it feels 
great when you zoom away from a 
crash and go 
through the gears 
at high speed. The 
surrounding 
graphics and 
cockpit are more 
than functional 
and convey a realistic feel; that along with 
the sound effects generates a sense of 
'being there'. The problem with the ST 
version was that you couldn't use the 
joystick control in the championships, and 
this took the overall mark right down. 
Luckily all Amiga owners are gifted with 
full joystick/mouse control. It's nice to see 
someone's listening out there. An easy to 
get into type of game - great! 



A fast and 
fun 
Formula 
One game 



Jools Watsham 
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Can't get near the tables at your local arcade? Never mind: now you 
can have four of the things in your own home! Yes, you too can learn 
to play with only your sense of smell 



PINBALL 
DREAMS 

21ST CENTURY 
ENTERTAINMENT 

PRICE 

£25.99 

OUT 

NOW 



GRAPHICS 




DURABILITY 



PLAYABILITY 




W' E ALL KNOW the names DEF, TAK, BTB 
and that well-known favourite AAA. 
They're all the guys that you'll find on 
the high-score tables of virtually every pinball 
machine from Soho down to Brighton. But how do 
they manage to get their initials alongside scores 
that you wouldn't have thought were physically 
possible? Practice, my boy, practice. Unfortunately, 
not everyone can afford to have a full-size pinball 
table in their homes and the little Fisher-Price sets 
are just too embarrassing to be caught in 
possession of. Thankfully, pinball games are a dime 
a dozen on computers; it's just that most of them 
aren't much cop. 21st Century Entertainment 
however, has changed all that. Read on to find out 
how you can transform yourself from an 
unpopular geek to an ultra-cool pinball wizard... 




STEEL WHEEL ill 
tale of cowboys, 
Indians and 
railroads. As far as 
bonuses are 
concerned, it's 
almost as complex 
as Railroad Tytoon. 
Thankfully, it's a 
lot easier to play. 

BEAT BOX puts 
you right in the 
heart of the music 
biz. Climb the 
charts, go on tours 
and make pop 
videos, all for 
massive points, of 
course. 



The Ignition table 
is the easiest of the 
four on offer. 
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THE FOURTH (and mow 
difficult) of the (ablet is 
Nightman:. Activating 
certain bonuses adds an 
hour to the central clock. 
When it reaches midnight 
you get a nice fat jackpot. 



I DON'T LIKE PINBALL I've never 
liked pinball. ever since I saw my 
first table in my local arcade. So 
why has Pinball Dreams got me 
throwing people off the Amiga, so 
I can flip the flippers and light the 
lights at every available 
opportunity? Beats me. What I do 
know is that it's an excellent 
pinball simulation. It's classy, 
professional and beautifully 
presented. From the superb 
musical scores that play throughout the 
game to the sheer speed with which 
everything moves, it's just such a slick 
piece of programming. That said, it is just 
pinball. Regular Tommys who can notch 
up a couple of million by merely twitching 
their eyebrows will no doubt never tire of 
the product but for the average Joe, the 
four tables might seem a little limiting, 
with most of the features appearing on all 
of them. But this leads me back to my 
initial statement. Why does it have me - a 
self-confessed average Joe - gnawing at 
my desk with eagerness to get back and 
play it some more? It's probably 
something to _ _ ■• ■ 

Very slick 
and 
professional 
pinball 
simulator 



do with the 
'coolness 
factor*. Most 
people are put 
off playing 
pinball tables 
because they're 
no good. 

There's nothing more embarrassing than 
strolling up to the local Son Of Mega 
Monster Meets Death Hurdlers Brother 
Two table and amassing a mighty 20,000 
points while the guy next to you has got 
crowds of girls around him as he passes 
his fifth 20 million in 10 minutes. Having 
four well designed tables in your own 
home ain't such a bad thing, especially 
when they're all as playable as these. This 
is a surprising game, providing well 
produced and highly addictive 
entertainment. At last you have a chance 
to practice the real thing in the privacy of 
your own home, where the only person 
who'll know how bad you are is yourself. 



Paul 



■ 
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Ever wanted to experience the thrills of executing a perfect 
three-point turn? Or the sheer excitement that goes with stopping on 
a hill without reversing? Tengen's 'realistic' driving coin-op allows you 
to do just that! 





RACE 
DRIVIN' 

DO MARK 
PRICE 

£29.99 

OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAY ABILITY 



OVERALL 

85% 



WE ALL REMEMBER Hard Drivin', don't we? 
I've many fond memories of standing 
around the coin-op, watching the 
steering wheel, pedals and gear stick moving of 
their own accord. The game wasn't bad either, 
although it was extremely tricky for non-drivers like 
myself and I'd often spend the majority of the game 
falling off hills and smashing into trucks coming the 
other way. 

Race Drivin' was just the same, only bigger... and 
harder. More hills to fall off, more trucks to smash 
into and even more ridiculous stunts to perform 
(such as the loop with gaps and the gravity-defying 
corkscrew). 

Race Drivin' (The Conversion) contains all of the 
coin-ops features (barring the steering wheel, 
pedals and gears of course), including the new 
Super Stunt and the Autocross tracks and three new 
cars to smash beyond recognition. There's even a 
two-player link-up option, so that your Race Drivin' 
owning buddies can bring their machine around to 
your home (or vice versa), join up with a connector 
cable and race around the tracks together, ride over 
the loops together and plough into the roadside 
cows together. 
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THE ORIGINAL Stunt and Speed 
tracks are on offer and have all the 
features from the original Hard 
Drivin*. You can opt for the less 
hazardous Speed track and just aim to 
get around as fast as possible without 
crashing, or the Stunt track in which 
you get to take an the raised bridge, 
the dreaded loop and the 45" curve. 



THE AUTOCROSS TRACK is just a simple 
racing (rack. Set on the dirt roads of the desert, 
the aim is to take the tight corners at high 
speeds and complete each lap faster than (he 
last. To help you, a computer car races against 
you, taking exactly the same amount of lime as 
you did on your previous lap 




SUPER 
STUNT 
TRACK 




THE NEW BIG track is the Super Stunt course. 
Featuring all manner of nightmarish inventions 
(such as (lie corkscrew, the hump-backed 
bridge - something akin to a fairground roller 
coaster - the tunnel of death and loads of jumps 
and bumps), you're going (o be hard pushed 
just to stay alive, le( alone comple(e a lap! 
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ALL THE USUAL car simulation features are here, from ihc 
dashboard with spcedo, rev counter, fuel gauges and gear 
indicator, to the usual three-dimensional cars, houses, road signs 
and cows. 




ONE OF THE MORE familiar obstacles (familiar, thai is, lo Hard 
Drivin' aficionados) is the raised—platform bridge. It's fairly 
simple to negotiate, just build up enough speed, hit the ramp and 
let 'er fly. Of course, if you're going too fast, you may end up 

landing at a rather fatal angle. 



IIVIN 



WHENEVER YOU 
crash, you're treated 
to a brief glimpse of 
your final moments 
from outside the car. 
Watch as you plough 
into the 
mountainside or fall 
from the very top of 
the loop as gravity 
deems you're not 
going fast enough 
and decides to lend a 
hand. 




EACH COURSE 
has a number of 
checkpoints to pass 
through. These 
grant you extra 
time to complete 
the rest of the 
track and it can be 
maddeningly 
frustrating to run 
out of time just in 
front of the line. 



THE MOST FEARED 
stunt in the entire 
game is the 
corkscrew. This little 
terror sees your car 
hurtling through 720" 
(or more likely 
hurtling towards the 
ground) and is half 
the width of a 
normal loop. What's 
worse, you can't 
drive around it 
cither. 




RACE DRIVIN' had one major 
obstacle standing in its path 
before work had even begun on 
the conversion of Tengen's classic 
coin-op. The whole basis for the 
cabinet was that RD was as close 
to real driving as you'd get in an 
arcade, from controls to 
presentation. How you can 
adequately convert such a 
technical monstrosity to a humble 
home computer is an extremely 
tricky problem. Domark appears to have 
answered it by going for the basic 
playability of the machine-based game 
and adding all the frills on top until it ran 
out of room. The result is a surprisingly 
playable conversion. It's not without its 
drawbacks though. The 3D, although 
hardly terrible, isn't nearly as good as you 
would have thought it could be, especially 
when you consider the technical 
achievements of the coin-op on which it's 
based. Okay, a humble 16-bit is hardly a 
coin-op, but there have been other 3D 
games that have 

Not as 
technically 
impressive 
as it could 
have been, 
but still very 
playable 



had far more 
convincing (and 
solid) 

filled- vector 
graphics. This 
sacrifice of detail 
does mean one 
thing, though: it 
moves tike a 
rocket (or a very 
fast sports car at 
any rate). Even with all the background 
detail on, it's fast and once you find the 
sensitivity setting that best suits you, you 
can really fly round some of the courses. 
The controls are a little tricky to get used 
to (especially with a mouse), but if you 
remember that this isn't Lotus 2 or Outrun 
but a realistic driving game, you'll soon 
get the hang of 'swinging the wheel' from 
left to right and straightening out as you 
come off a curve. It's the speed that saves 
Race Drivin' from driving you round the 
bend with irritation (pun fully intended). 
Trying to master the controls while 
maintaining enough speed to keep 
playing is a sufficient challenge for most 
computerised driving fans and since Race 
Drivin' incorporates all the original tracks 
and features from Hard Drivin', you're 
essentially getting two games for the 
price of one. Which is pretty good value 
all round. 



Paul Presley 
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1ST GETl 
NOW! 
th Steal 



GET IT SOOI 
(Worth Buyirv 



If you're strapped for cash and you need a game to 
while away those early morning hours, this is the 
place for you... 



GOLDEN MEft 



8 ??2 E 8 8T "8" 
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16 Blitz Tronix £9.99 

GOLDEN AXE 
(90%, 

ISSUE 27must 
have been the best 
coin-op conversion of its 
time (and probably still is). 
The evil fiend Death-Adder has 
conquered Yuria and killed most of 
its people. As if that wasn't 
enough, he's now kidnapped the 
King and Princess and is holding 
them in his castle. To add to 
Yuria's troubles, he's pinched the 
Golden Axe, which is the land's 
magical mascot. He's vowed to kill 
the King and Princess and smash 
the Golden Axe if the remaining 
inhabitants of Yuria don't bow 
down to him. There's no one left to help them, except you and your merry band of men... and 
one woman. 

Golden Axe is basically a revamped slash 'em up. Move from left to right disposing of countless 
enemies, collecting power-ups on the way. You can take control of cither Gilius 

Thunderhead, the axe wielder, Ax-Battler, the sword swiping hero or Tyris-Flare, 
the sexy sword swisher. Each has his own 'super swipe' which gives a mighty 
thwack to the receiver. If that's not enough, you can use your special weapon 
which is a kind of smart bomb: the more weapon-ups you collect the stronger 
the weapon becomes. 
To judge Golden Axe by its appearance and overall presentation, simply look 
at the coin-op. It's a dead-spit of its big brother, in sound, graphics and 
playability. Basically, you can't go wrong with this buy. Buy) 
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DEFLEKTOR 

Pocket Power £2.99 

DEFLEKTOR HAS TO BE one of the strangest games l have ever wen. The idea 
behind the game is to aim the laser beam around the screen, zapping the balls and 
eventually projecting it into the exit. 

Easyv No, not really, because there are little gremlins in the works that are 
determined to stop you in your quest. You must never project the light onto itself 
?y hitting a wall or one of the mirrors you use to direct the beam around the 




sen 




ou have to start all over again. 

When you've managed to complete 
a screen you move onto the next. As 
you progress through the screens, 
they get increasingly harder, with 
extra gremlins and trickier paths to 
manoeuvre the beam around. 

It's very hard to mark a game like 
this on graphics, as there's a limit to 
what you can do with twiddling 
mirrors and laser beams. 

Having said that, though, the 
music is quite jolly and features 
some nice sampled speech, which 
manages to add a real computerised* 
feel to it all. As puzzle games go, 
. Deflektor isn't bad at all, although 
J you might find that it does get a tad 
difficult in later stages. 
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PROBABLY THE MOST outrageous 'adult comic' became the most outrageous 
computer game and has finally been re-released on bulging budget form. Lummy! 
Way aye mun, and all northern things that. With Viz - The Computer Came (68%, 
Issue 32) you get to choose between Johnny Fartpants, Buster Gonad or Biffa 
Bacon. Once you've chosen the character that suits you the most, you have a little 
limbering up to do. Johnny exercises his rear Baps by farting his way up the flatulence 
scale. Buster uses his unfeasibly large testicles to squash dough and Biffa cither 
smashes bricks or downs as many pints as possible. Once that's all over with, it's onto 
the race where our man on the telly, Roger Melly is commentating. Make your way 

through the obstacle course pushing and 
shoving your way past the other two. 
Tree stumps and holes are just a few of 
the things that lay ahead. 

The look of Viz has been captured 
brilliantly, although the same isn't true of 
the language (thankfully). Having said 
that, though, it's not much of a game: the 
programmers seem to have relied solely on 
the license and not on game-play. Which 
is a shame really - this title could have 
provided hours of rip-roaring fun. 



OTHER RELEASES 

SHADOW WARRIORS 

£7.99 (The Hit Squad) 

NAVY MOVES 

£7.99 (The Hit Squad) 
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CARTOON COLLECTION 



£24.99 (Code Masters) 



BEYOND THE ICE PALACE 



Pocket Power £2.99 

THINK OF A LAND, far away and full of mystical creatures. 
You're now entering... Beyond The Ice Palace, This place could 
have been a dream, but there's one slight problem: good and 
evil don't get on at all (what a surprise). The nasty evil forces 
have taken it upon themselves to be extra devilish this month 
They killed innocent woodcutters and burnt down their 
houses with their families still in them (at least that'll stop all 
the trees being cut down for no reason - thanks chaps!). The 
good people are beginning to see that everything isn't what it 
was and have decided to appoint one person to sort it out. 
They fire a magical arrow up into the air, and the person who 
retrieves it will find himself in a weird and mystical adventure. 

Yeah, you guessed it, you're the idiot that picked up the 
arrow, and now you're going to pay for it. Helping you on your 
quest are a couple of spirits that cause quite a bit of damage to 

PUFFY'S SAGA 




the evil minions that prowl the forest. Simply 
make your way through the fantasy worlds trying to survive, 
while picking up various energy replenishers and extra 
bonuses.When you first start playing Beyond The Ice Palace, 
you would think you're relaying on a C64. The graphics look as 
though they're a straight port. The music and payability both 

match the 
standard of 
graphics and all 
in all produce a 
completely 
unplayable and 
unjoyful game. 
Don't get it - 
unless you 
want a good 
laugh! 




Hit Squad C7.99 





Hoorah! Puffy's back. You all remember our fluffy friend. He appeared on 
our cover disk many issues ago, and now he's bouncing back with a 
vengeance. Puffy's Saga (69%, Issue Four) needs you to guide him (or the 
girlie version, named Puffin) around the Caum/ei-type mazes. On the way 
you'll encounter fire-breathing dragons and blood-sucking blobs, to name 
but a few of the adversaries. The aim of the game is very simple: make your 
way through the levels, collecting keys, opening doors and generally 
looking after yourself. 

Puffy's saga was obviously modelled on Gauntlet, and it 
bears a lot of visual similanties. The main difference is the 
cute sound effects such as r Yeum!' and 'Puffy, you will 
die!', which add a great sense of fun. Although it looks 
good and sounds good, it plays quite tediously. Simply 
plodding around a maze, getting lost and resetting your 
computer in frustration isn't my idea of fun. 





It's got to be the ultimate fantasy for every joystick jockey! Rik Haynes. unleashed 
on the loud and dazzling amusements of this year's ATE I show in London, brings you 
a sneak peek of the best stuff there... 



ARCADES 



The Addams Family - 
Williams Bally Midway 



THEY'RE CREEPY, spooky ami ready to accept your cash in large 
doses. Joining the new pinball renaissance, The Addams Family 
is the newest creation from the company that made it all possible. 
Williams Bally Midway introduced the first pinball game to feature 
a 'lilt' mechanism bark in lyp and has constantly striven to bring 
innovation to this enduring pastime. From the award-winning 
designers of Funhouse, The Addams Family has a full musical 
score that will have plnball-crazy punters snapping their fingers 
for more. There's also sampled speech from Raul Julia and 
Anjeljca Huston who played Gomez and Morticia in the popular 
movie. 

Meanwhile, rival pinball wizard. Data East, was showing its 
interpretation of another big budget movie currently doing the 
rounds In the popcorn palaces, or. to put it another way. 
multiplex cinemas of this world. Hook has arrived Just in time for 
the film's release next month. 




Commander - Rediffusion 



* FTER MUCH SPECULATION AND RUMOUR. Rediffusion 
./^Simulation finally unveiled a fancy arcade machine, 
based on technology normally reserved for military 
simulators. And this one can fit Into any backstreet 
arcade in the country. Commander is possibly the 
greatest model in the style of dizzy hydraulic machines 
much loved by Sega. Looking like one of those futuristic 
people carriers' from Japan, this fully enclosed capsule 
could provide the ride of your life. 

Rcdifiusion Simulation reckons the high -resolution jD 
computer graphics and CD-quality stereo sound are way 
ahead of anything else currently available to the public. 
Its most unusual feature Is the ability to simultaneously 
satisfy two players at the same time. Using a sensor built 
into the seat, the software will automatically adapt to 
suit a single or double-player game. In an air combat 
simulation, for instance, one person would fly the plane 
while the other took care of the weapons systems. 



Battle of the Solar System - Jaleco 



wALECO IS BRINGING THE THRILL of giant robot warfare 
I to these shores, with a second arcade license from 
MlcroProse- Following widespread criticism about the 
complexity of the arcade incarnation of F-/5 Strike Eagle, 
this release has far fewer controls and more immediate 
aims to contend with. It's really Just an excuse for a 
shoot 'em-up with fancy }D graphics and thumping sound 
effects. 

Fans of the Banletech saga will love the cast of 
forbidding warrior droids, although what they'll make of 
the surreal backdrops is another matter. A Battle Zone 
for the '90s has finally arrived. 



Guardians of the 'hood - At 



USING THE IMPRESSIVE digitised graphics technique 
first seen in Pit Fishier. Guardians of the 'Hood is 
another cocktail of martial arts crime fighting from Atari 
Games. The story Is a familiar one: Dreads and Shavers, 
a bunch of strangely named gangs, have taken over your 
neighbourhood, and the scene Is set for another romp of 
grab and bash over a series of horizontally-scrolling 
screens depicting everyday life on the streets of New 
York. A maximum of three players can take part and 
there's a choice of four heroes, each with Individual 
rough 'em-up skills and experience, plus a chance to 
control three gang bosses once they've been beaten into 
submission and converted to your side. Anything lying 
around, such as dustbins and parking metres, can be 
picked up and used to defeat your enemy. Every 
character has been created from videos of live actors 
going through their moves and falls. As a result, the 
images are far more realistic than other games In this 
genre. 
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BEST OF THE REST 



Thunderblaster - Irem 



THIS IREM EFFORT Is in the classic tradition of 
fast blasts and some tasty power-ups. The 
kids should be quiet for a few minutes as they're 
hypnotised by the myriad of colourful sprite 
attack patterns pouring down the screen. The 
designers of Thunderblaster have been working 
overtime on the seven 'hypergraphic battlefields 
waiting to be explored. 



X the ball - Rare 



*w* AKING SOME time off from producing best 
1 selling Nintendo games, Rare has brought the 
really popular port of tabloid newspapers to the 
video screen. The Idea is to simply mark the spot 
where you think the football might be in a series 
of digitised scenes from various soccer matches. 
Instant prizes are awarded for players with a 
keen eye and magic touch. 



Who shot Johnny Rock? - Atari 



IDIDNT MUCH enjoy ihis sequel to Ihe Mad Dog 
McCro* laserdisc western. Another target 

shnnlinp giiinr using an Amiga, Suny I (ivnlisi . 

Pioneer 45-inch rear projection TV and infrared 
pistol, Who Shot Johnny Rock? Is a gangster story 
from Atari Games Ireland and American Laser 
Games In New Mexico, USA. 



Grand Prix star - Jaleco 



a 5 JAPANESE VIDEO game developers and 
/"Yplayers are fascinated by racing simulations, 
It's only natural that the next production from 
Jaleco should be of this type. Grand Prix Star 
boasts the usual assortment of goodies such as a 
shaking steering wheel, three Formula One tracks 
from around the world and changing driving 
conditions. It even allows up to four player 
competition using a direct cable link between 
each console. 
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Spaceball - Jaleco 



AND FINALLY. LADIES AND GENTLEMAN, we 
nave the best novelty act currently on offer, 
The next time you enter a nightclub, ice rink, 
bowling alley or shopping centre, you could be 
confronted by the gut-wrenching Spaceball frum 
O-Force- This Is a leisure ride which is loosely 
bated on some or the equipment used by NASA 10 
(rain astronauts. Just climb inside the mob)l 
rings and see how long you can spin around 
before the thought of that greasy baron 
sandwich eaten at lunchrime seems all too 
and you throw up! 




You don't have to be Einstein to get 
the most out of your Amiga with... 



CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 



•The ultimate 
peripheral coverage . 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

• Unsurpassed 
hardware coverage. 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

*The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 

60 non entertainment 
products put under 
the microscope each 
month 

*><)+ games reviewed 
every month. 
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If you're in a dilemma about which demo to buy, shuffle on 
down to this month's PD section. It could change your life 
(but probably won't). 



I1VJ 



\1 



1 




WE'VE HAD HUGE NUMBERS of disks flying through The One's letter box this month. Most of 
them don't even approach the kind of standards that discerning readers like yourselves 
demand, so we've selected the choicest and most tender demos and games from the whole 
crop Just for you. As well as the off-the-wall Pick of the Month, we've got a barrel full of 
'ageing classics' (does anyone out there remember Missile Command and Gravitar?). the kind 
of psychedelia that blows your socks off and lakes your feet with them, and one of ihe best 
music demos for some time. So. sit back, relax, and enjoy the ride. 



END OF THE CENTURY 1999*5 
Rabbit Skier is typical of their 
Ray-Traced Dreams collection: 
surreal, lifeless, and good to show 
off to your mates. 



PICK OF THE MONTH 
RAY-TRACED DREAMS 

This is a collection of seven surreal ray- 
traced pics from French programmers. End 
Of The Century 1999 (17-Blt disk 1605). They 
are all high quality efforts (even if some are 
a bit lifeless), and show just what your 
Amiga can achieve - it's the kind of demo 
you can stick on the machine and leave 
running when friends come round. You've 
probably already seen the ray-traced rabbit 
skier on this page, but the six others on the 
disk are equally strange. They include a still- 
life egg, spoon and salt cellar, a weird blrd- 
cum-Jet, a 505-style kitchen, a catamaran 
and a completely hatstand road warning sign 
mounted on what looks like a futuristic car 
park. All this and a crazy soundtrack, too. 
Gibber, gibber... 




ALL YOU NEED to make the party 
complete: psychedelia from Symbiosis. 





THIS IS JUST part of Rotor 1911's Voyage 
Demo — you also get a lengthy musical 
track and a cute animated block-man. 



MORE DEMOS 

17-Bit has a couple of other quality demos 
this month, on disks idoj and 1604. i6oj 
gives you a whole monitor full of stomach- 
churning psychedelia sequences from 
Symbiosis. It includes some pretty 
unprofessional ray-iraced balls (knocked 
together, as the programmers admit. In three 
weeks) and a very long wait before the main 
event - but the finished result is well worth 
the wait. 1604 is a contribution from Razor 
1911 to a demos competition in Aars. 
Denmark is known as Voyage and feaiures a 
few 3D polygon spacecraft and robots, some 
neat variations on the parallax/rotational 
starfield effect, a cute, superbly-animated 
block-man, and plenty of music. 

A MUSICAL INTERLUDE 

While we're on the subject of music. Virus 
Free PD has the TEF Giga Mix (disks 2122 A 
and B). It features over iS minutes of non- 
stop music on two disks, with some of the 
clearest speech you'll hear on your Amiga. 
And that's all there Is to It anyone who 
wants to listen to the kind of slammin" 
baselines their machine is capable of should 
check it out. 

AND NOW THE GAMES... 

We've had a mixed bag of games this month, 
with a pair of nifty efforts rifled into the old 
onion bag by Virus Free PD and Software 




Expressions, and a couple of disastrous own 
goals that would disgrace any Amiga 
anywhere at any time. 

Virus Free disk ziij contains Crazy Pipes, a 
game that plays so much like Pipemania that 
it could be its twin brother, except that it 
doesn't look all that much like the classic 
puzzle game. The object Is to plonk a group 
of pipe pieces onto a grid to form one long, 
continuous pipe through which water can 
flow. You have a time limit before the water 
actually does begin to flow, after which it's a 
frantic scramble to put down the right pieces 
in the right place at the right time. It's not 
the best version of the game around (the 
full-priced original is), but it should keep you 
bashing your monitor In disgust and 
frustration for many an hour. 

Meanwhile, Software Expressions Is 
determined not to be left out in the games 
compilation stakes: they've Just released 
their Games Galore volume 8 collection (disk 
Giz?). This bunch of goodies includes some 
of the best of the classics of yesteryear. 
Including Missile Command (even without 
the three missile-base firing system It's 
nerve-wracking until your last dry is nuked). 
Space Wars (a Gravitar clone with more 
options than you could ever need), Cave- 
Runner (a Boulderdash lookalike) and 
Colossal Cave. Also included is Trippptn, one 
of the weirdest puzzlers you're ever likely to 
encounter, and Spades, a basic card game. 
None of these could stand on their own as 
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PD releases, bui as a compilation they're 
well worth checking out 

Also worthy ol attention for nostalgia 
freaks is Software Expression's disk 151, a 
humble tale of life at school. Do you yearn 
for the heady days of text-only adventures, 
with parsers limited to single commands, 
and crudely-typed and badly written text? 
Then this AMOS game is for you. 

However, the mason's handshake for the 
oddest release of the month has to go to 
Addware's prize game. Atrmania. Promising 
you a free air trip round the world if you 
can finish it and complete a simple 
tiebreaker, it's one of a range of similar 
prize games with which Addware intends to 
take Europe by storm. 

Unfortunately. It's also a huge turkey: if 
you can stop laughing at the main 
character, you soon find out how unoriginal 
and basic the gameplay is. The aim is to 
catch a flight at Pi-Land International 
Airport by completing three levels within 
half an hour - and yes. it is as dull as it 
sounds... 
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VIRUS FRETS Crazy Pipes: a Pipemania 
play-a-like that's not half bad. 




ALMOST zo MINUTES of non-stop music on 
two disks: TEE'S Gtga Mix. 

THEY DONT MAKE 
games like this 
anymore. Nor 
should they: it 
tempts you with a 
free trip around 
the world, then 
makes sure the 
action Is so dull 
that you don 't 
want to play it 
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NOW THAT the Cold War Is over, we can 
all get back to enjoying the simple, 
harmless fun offered by Missile Command, 
on Software Expressions' Games Galore 
Volume 8 disk. 



SPACE WARS looks and plays like that 

grey-haired coln-op. Gravitar — and It's 
just one of a six-game compilation from 
Software Expressions. 



WHERE TO GET THEM 

The games and demos mentioned above 
can be bought from ihe following 
libraries. Some supply disks considerably 
cheaper than others, so it's worth 
shopping around. Regular users of rj Bit 
Software's library should note their new 
address. 

17 BIT SOFTWARE: 

1st Floor Offices, 2/8 Market Street, 
Wakefield, WFi iDH. Tel: (0924) 366982. 

SOFTWARE EXPRESSIONS: 
Hebron House. Sion Road. Bedminster. 
Bristol, BSi jBD. Tel: (0272) 6J76J4. Disks 
Ei each • 70P UK postage. 

VIRUS FREE PD: 

2j Elborough Road. Moredon, Swindon. 
Wiltshire, SN2 2LS. Tel: (079*) 512121. 
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DIAL * A * GAME 



SEND NO 
MONEY 
NO CREDIT 
CARDS 



HUNDREDS 
OF GAMES 
IN STOCK 



POST NO 
LETTERS 
INSTANT 
SERVICE 



ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 

Normal Phone Rates 
Open Early until Late, 7 days a week 




USE YOUR 

VOICE 

TO 
OUTDRAW 

THE 
GUNFIGHTER 



IN:A:SEGA 
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* 

I*. 

DEAD 

|* OR *• WIN BIG 

auue cash reias 

Amu®, 



0898 

31 3590 



[if you ae undet 16 years of age otease obtain permftson ct whoever pays the phare bll 
NFOWAL P09ax 36 LSI 4IN Cal charges 36o =>et Mn Cheap 48p Pet Mn ai Oth* Times 
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ISLAND c 

1 2 » n titan Npvij 

fflr 




31 3564 



Could You 

Improve 
this 




To Advertise Call 

□71 251 6222 




AMIGA REPAIRS 

JUST £44.95 inc. 

* Commodore registered repair centre 

* Over 10 years experience with Commodore computers 

* 20 qualified technician engineers at your disposal 

* We will undertake to repair your Amiga 500 computer for just £44.95 including 
parts, labour, VAT and post & packing 

* Some computers can be repaired within 24 hours of booking in 

* Prices include full service check, overhaul, soak-test and replacement of power 
supply unit if necessary 

* Repairs to keyboard and disk drive also included (£25 extra if these units are 
unrepairable and require complete replacements) 

* All repairs covered by a 90 day warranty 



Upgrade your Amiga from 51 2K to 1Mb of memory for just £25.00 

SPECIAL EXCLUSIVE OFFER: 

If you submit your computer to ourselves for repair, enclosing 
this advert along with just an additional £25, we will supply and fit 
a 51 2K memory expansion at no extra cost. 




How lo take advantage of this exceptional offer: simply send or hand 
deliver your machine to the workshop address detailed right, enclosing 
payment and this advert and we will do the rest. {If possible please 
include a daytime telephone number and fault description). 
* If you require 24 hour courier to your door, please add £5 else your 
computer will he sent back by contract parcel post. 



WTS ELECTRONICS LTD 

STUDIO MASTER HOUSE 

CHAUL END LANE 
LUTON, BEDS, LU4 8EZ 
Telephone (0582) 491949 - (4 lines) 

WTS reserve ihe right to refiiw machines that in our opinion arc tampered wlih, tu an eiieni 

beyond reasonable repair 




Time once again for another fish-slice of action 
with the metallic mussel. Millennium take you 
through the remaining levels of James Pond 2. 
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And now the end is near. 
And so I face the final 
curtain. We've come to the 
end of an era, my friends. I 
write these words with a 
slight tear in my eye: for 
the past year, you people 
have been my life. I've put 
my all into bringing you 
tips such as the Kick Off 
Soccer School, the famous 
Silent Service 2 tips (which 
have been nominated for 
an award, I'll have you 
know) and the infamous 
Blues Brothers maps. But 
no more. I'm leaving The 
One for pastures new and 
the Tips section will take 
on a new form, a new 
guise, be under new 
management so to speak. 
So, to all of you I say 
goodbye. Be kind to 
whoever takes over, it's a 
tough job but you were all 
so kind to me. Thank you. 




BRIAN NESBITT 



THE MECHANICAL 
TOYS LEVEL 

After-level bonuses can be found ai the 
lop middle of the main building. 

World One 
Theme: Nol Much 
Exits: World Two 

Use the enemies to bounce up to the 
head-blocks and bonuses. 

World Two 

Theme: Runaway Train 

Exits: World Three 

This is the first constantly scrolling 

section. There are only a few enemies. 

To complete it, just avoid being 

trapped. 

World Three 
Theme: Girders 

Exits: Bonus Room One and World 
Four 

Quite a difficult section. Near the 
middle of the world are three red 
jumping enemies. Above the middle 
one is a hole in the roof. Bounce on 
the middle jumper to hit the hole - this 
leads to Bonus World One. After the 
bonus section you'll return to this point. 

BONUS WORLD ONE 
Exits: World Three 

Bounce on the enemies to go up. This 
is a little difficult to achieve, but it's 
worth it. At the top is a complete 
fill-up of lives and batteries. 
Remember, on leaving this section 
through the hole in the floor, you'll 
drop back into World Three where 
you left it - above an enemy and a 
hole in the floor - so be prepared. 



World Four 

Theme: Inside Something Mechanical 
Exits: World Five 
This is quite a complicated world. 
From the start, walk right and enter the 
small cavern above. Walk through the 
right-hand wall of this cavern for some 
bonuses. Retrace your steps, then 
continue to walk right. Collect the bells 
from the next small cavern you drop 
into. The next cavern (in the roof) 
contains two penguin bonuses. Walk 
past these into the left-hand wall for a 
hidden extra life. Continue along the 
tunnels until you reach the central 
junction. There are four tunnels from 
this junction, the top left is where you 
came from and is finished with. The 
top right one appears to go nowhere - 
there's nothing up there for you. Walk 
down the bottom right tunnel (slowly) 
towards the wall. Walk into the wall, 
which will throw you into a new room. 
The obvious exit from this room is into 
the wall on the left which leads you 
back to the central junction. Instead of 
the obvious route, it's possible to walk 
through the right hand wall into a 
narrow runnel. There are some 
bonuses up there and you still end up 
a little way back from central junction. 

There are two things you must do 
from the central junction. First take the 
bottom left tunnel to collect the 
penguins and secondly, run down the 
bottom right tunnel at speed to crash 
through the wall - the exit pole is this 
way. When you go down the bottom 
left tunnel, you will come to a long 
drop on the left side of the screen, with 
an elevator at the bottom. There are 
several rooms on the right of this lift 
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shaft. There is a penguin in each 
of these rooms. When you've 
dealt with them all, drop onto the 
elevator platform and, as you 
rise, jump into the first snicket in 
the wall and wait until the 
elevator has gone by. Next, drop 
down the shall before it 
re-initial iscs at the bottom. Walk 
right. You may walk into the 
'elevator wall' to get back to 
central junction (having collected 
all the penguins), or walk up the 
slopes and come running down to 
crash through the wall and into 
the sealed bonus rooms. It's your 
choice - the top room is more 
difficult (jumping on the bird) but 
has better bonuses. When you 
have collected all the penguins, 
run down the bottom right tunnel 
from central junction to crash 
through the wall. Walk right, 
collect the umbrellas and drop 
down into the bonus room. 
Collect all you can, stand on the 
up arrows and extend to the exit 
pole. Phew! 

World Five 
Theme: Roller Coaster 
Exits: Bonus Worlds Two and 
Three and World Six 
There appears to be very little in 
this world except curvy tunnels to 
have fun running around in. At 
the bottom of every curve there is 
a hole in the roof containing 
something nice. The first two lead 
to Bonus Worlds Two and Three 
and the next three are coins, lives 
and batteries. To the right of the 
exit pole is an extra tunnel. To hit 
it. run from halfway down the 
last slope. If you manage to get 
into the extra tunnel, at the very 
right hand end of the world are 
200.0(H) points, hiding in the 
roof. 

BONUS WORLD 
TWO 

Exits: World Five 

BONUS WORLD 

THREE 

Exits: World Five 

World Six 
Theme; Train Tunnels 
Exits: Tower Screen 
Travel right from the start point, 
up the incline and knock a train 
out of the head-block. Jump on it 
(o reach the tunnel, top left. In 
here you can get your car and 
totally zap this section. Also, in 
the small room, there are two 
extra lives hidden in the higher 



side walls. At the top of the 
second slope from the starting 
point there is a room below you 
which you cannot enter. Go to the 
bottom right of the section and 
jump on the plunger - this will 
open the door for you (kill all the 
enemies with the car before 
entering because vou'll lose it 
here). 

THE CLASSIC 
BOARD GAMES 
LEVEL 

World One 

Theme: None 

Exits: World One, Bonus World 
One. World Two 
A straightforward, fairly easy 
section. There are four exit poles 
al the end. numbered I to 4 from 
top to bottom. Pole 1 relums you 
to this world again. Poles 2 and 3 
take you to World Two. Pole 4 
takes you to Bonus World One. 

About two screens from the start 
there are some head-blocks 
hidden in the floor. Don't kill the 
second and third birds as there 
are some head-blocks above 
them. Hit the blocks to knock two 
batteries out, you'll then need to 
jump on the back of the birds to 
reach them. 

BONUS WORLD 

Exits: Bonus World Two 
You have a choice to go left or 
right from your starling point, you 
can't go both ways. To the right 
there are three bad head-blocks 
(containing poison), to the left 
there are three good head-blocks 
(with extra lives). There are also 
two exit poles, both of which take 
you to Bonus World Two. 

BONUS WORLD 
TWO 

Exits: World Two 
This section appears identical to 
the last world (Bonus World 
One). The good and bad sides 
are now reversed. Both the exit 
poles take you to World Two. 

KB. Bonus Worlds One and 
Two are designed to confuse the 
player. It appears that Bonus 
World One is re-entered - 
possibly due to the choice of exit 
pole. It may also appear that both 
sides offer good bonuses or both 
offer bad bonuses. The skilful 
player should learn to go to the 
left the first time and right the 
second. There is a clue in that the 
two normal bonuses at the top 
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change positions Ihc second time 
round. 

World Two 

Theme: Dominoes and Playing 
Cards 

Exits: Bonus World Three and 
World Three 

The basic section starts with 
domino caverns, progressing to 
playing cards and ending with 
more dominoes. From the start, a 
penguin can he seen in each 
cavern and most be collected. 
Towards the end, the caverns 
appear again, one of which 
contains a penguin (as at the 
start), one contains nothing and 
the last one has the exit pole (to 
World Three). 

The alert player should suspect 
something strange in the empty 
cavern, especially as it contains 
the only double-blank domino in 
the entire section. There's a secret 
exit in the blank domino which 
takes you to Bonus World Three. 
The advanced player should 
notice an extra room above the 
cards towards the end of this 
section. This is a little tricky to 
enter and contains only bonuses, 
a secret exit ( to Bonus World 
Three) and a head-block that 
contains an aeroplane. 

BONUS WORLD 

THREK 

Exits: World Three 

A mini-maze containing only a 

few domino spots and a number 

of invisible walls. 

World Three 

Theme: Chess and Draughts 

Exits: World Four 

Nothing special about this 

section, just that it's pretty tricky. 

World Four 

Theme: Snakes And Ladders 

Exits: World Five 

Again, nothing special. There are 

no bonuses or hidden tricks. 

World Five 
Theme: Dice and Chips 
Exits: Bonus World Four and 
Tower Screen 

Go past the exit pole at the right 



hand end of the map and off the 
end of the map to Bonus World 
Four. 

UONUS WORLD 
POUR 

Exits: Tower Screen 
Nothing special, 

THE ARTS LEVEL 

World One 
Theme: Hi-Fi 
Exits: World Two 
The simple ruute is straight along 
the bottom, left to righL Bonuses 
can be seen above, especially at 
the right hand end. The best way 
to get these is to take the moving 
platforms upwards and to the left, 
where a set of wings can be 
found. There is also a plane 
head-block which can only be 
accessed using wings. 

World Two 
Theme: Paint 

Exits: Bonus World One and 
World Three 

The semi-observant player will 
notice a runnel to the right of the 
exit. This leads to Bonus World 
One. Most players will also notice 
a hidden room just to the right of 
the first moving platform - most 
will also blunder into it. A good 
player will notice that there is a 
bonus to the right of the birds - 
take them on, collect the bonus 
and blunder on through the right 
hand side of the cavern, into a 
secret tunnel collecting loads of 
bonuses and exiting to a Bonus 
World One. 

BONUS WORLD 
ONI! 

Exits: World Three 
The exit pole is available 
immediately on entry to this 
section. This pole will bring you 
back to this section. If the player 
travels to the right, into the room 
above to collect the bonuses, the 
real exit pole is there. You may 
collect alt the bonuses, then avoid 
the exit pole and travel back to 
the first one again to play this 
section over and over, collecting 
even more points. By the time you 
reach this world, you may be 
getting hungry so there's plenty of 
food in here. 

World Three 

Theme: Musical Notation 

Exits: World Four 

Fairly difficult but there arc no 

surprises. Remember to fill up 
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wilh batteries at the half-way 
point. 

World Four 

Theme: Paper .'Writing Materials 

Exits: World Five 

There's a hollow stack of papers 

about half-way along this world. 

Jump on each ream until the gap 

is found to collect a few bonus 

points. 

World Five 
Theme: Drawing Materials 
Exits: World Six 
This is an unusual section. From 
the starting point there appears to 
be nowhere to go. Four penguins 
can be seen from the 
cross-shaped tunnel, each of 
which is in its own room. The 
entrances to the bottom left and 
the top right rooms are easily 
found. The entrance io the bottom 
right room is at the bottom right 
comer of the bottom left room. 
The entrance to the top left room 
is at the top left of the top right 
room (got all that?). 

World Six 

Theme: Paint 

Exits: Bonus World Two and 
World Seven 

This section scrolls constantly. At 
the end of die world is the normal 
exit to World Seven. There are 
also three opportunities to jump 
into bonus exits. You're likely to 
find them difficult to reach, 
especially if you've been tempted 
by the big bonuses. Each of these 
exits will take you to Bonus World 



Two. 

BONUS WORLD 
TWO 

Exits: World Seven 

Nice and easy. Top up your 

batteries, lives and points. 

World Seven 

Theme: Music Room 

Exits: World Eight 

This is a straight forward section, 

although there are a couple of 

tricky bits to watch for. 

World Eight 

Theme: The Brass And Guitar 

Section 

Exits: Bonus World Three and 
Tower Screen 

A little mazy, this one. There's a 
secret exit in the mouth of the 
tuba just above the start point 
(leading you to Bonus World 
Three). You'll re-cnier here when 
you're finished there. 

This whole World can be a little 
tricky to find your way out of. 
Walk right from the starting point, 
extend upwards then drop onto 
the brass mouthpiece which will 
break off and carry you into the 
guitar room, Jump around in the 
plectrums to reach the top blue 
one. This will move in the 
direction you nudge the joystick . 
Go over to the left and jump into 
the top gap in the brass pipes. 
Then go left and down. 

BONUS WORLD THREE 
Exils: World Eight 
Nothing special at all. 



CHEAT MODES 

THEREARETHREE different cheat modes in RoboCod (one of 
which was featured in last month's issue, but never mind). 
Whenever you see groups of different bonuses lying in close 
proximity to each other. don'I just run blindly into them. Stop and 
lake a look at what they are. If you can take the initial letter from 
each of them and re -arrange them to spell a word, chances are 
if s a bonus. 

The three words that you can spell arc CHEAT, LIVES and 

POWER. Sample bonuses could be: 

Cake. Hammer. Earth, Apple and Tap - CHEAT 

Lips. Ice cream. Violin. Earth and Snowman - LIVES 

Penguin. Oil. Wine. Earth and Racquet - POWER 

Remember, look before you leap. There are also two hidden 
worlds behind the main tower, another Sweets level (including a 
Liquorice Alisons World, the infamous Bouncing Jelly World, 
another Cake World and an upside down Jelly World) and an 
extra scrolling seetion. To reach ihem. run along ihe ground floor 
- avoiding the doors - then go up and over the first flight of 
stairs. From the bottom of the second (smaller) tower, make your 
way up to the landing above Dr. Maybe's final door and run left 
into the wall. You'll disappear behind the screen and arrive in the 
Secret Tower room. 
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[PLAYERS, 

guide! 



With the Pacific Islands campaign just around the comer, it's time 
for all off you still stuck in Germany to catch up. Game Designer 
David Pringle offers some useful strategies for World War III. 



J 



General Considerations 



You're in control of (our tank units simultaneously: two of the units have four Ml Abrams tanks, one has two Ml Abrams and two fTVs and the last 
unit has two M2 Brodleys and two Ml 1 3 Armoured Personnel Carriers. It's really important to know the distinction between the capabilities of 
these vehicles if you' re going to succeed in the game. _ a. a. 

Ml Abrams tanks are heavily armoured and in anv situation where you're going to be moving in the open it's best to try ana use the units with 
just Ml 's up front. Ml 's can carry two types of missile - HEAT and SABOT - and you'll find that the range and explosive power of the SABOT 
means these should normally be used. All of the other vehicles carry TOW missiles and that's where their attraction lies. The TOW missile has the 
longest range (about 4km| and highest explosive power. On the down side, the armour of the vehicles carrying TOW missiles is much thinner than 
on the Ml , so if you're sported by enemy units within their range, you'll be in trouble. In general, Units 1 and 4 (the ones with TOW carriers) 
should be kept back for long-range action. 

There is a training scenario in Team Yankee ond most players find that a serious effort to master this helps enormously. Not only will you get a 
good idea of the destructive power and range of all the weapons, but you'll learn how to control four separate tank units simultaneously. At first if s 
daunting, but with half an hour's practice, most people become rather proficient tank commanders. One of the most important lessons to lean- 1 is 
how to visually differentiate between American and Soviet tanks. If you don't leam that, you'll end up destroying your own units, which is hardly a 
recipe for success. 



Soviet units either have poor or no thermal imaging capability. So, if you keep the engine smoke on your units turned on most of the time, 
they'll find it much harder to destroy any of your tanks in one missile salvo. Without the use of engine smoke some of the battles will be very 
hard to win. 

If you use your infra-red imaging most of the time, the game will be easier to play. FirsttV, with your engine smoke on you'll often find that 
your normal view will be obscured by clouds of smoke and this is hardly helpful. Secondly, there are many trees and forests in the battle 
areas and most Soviet tanks tend to be well camouflaged against the tree line. Infra-red is essential for sporting these enemy units. 



General Tips 

l 

2 

3 Since the Soviets have poor thermal imaging capacity, it also means that if you use the tree line of forests to position your units, they'll have 
great difficulty seeing you. You'll find the forests on the battle maps extend about 1 00m further than the forests on the 3D disployor me 
battlefield. If you position your units just inside the forests as they appear on the map display, you'll be able to see out into the battlefield and 
the enemy will still have great difficulty in locating you. However, when you fire a missile, they will be able to spot you for a period of time, even if 
you have tree line protection. 

4 There is a laser ranging device which you can turn on and this can help enormously in ensuring that you don't waste ordnance. It makes the 
shooting of tanks that are a long way off a lot easier as well. In some of the later battles you'll find lhat, if you waste a lot of missites, you 
may well run out of ammunition altogether. Basically, you've got to try and make every missile count. Finally, remember that each missile has 
a different and finite range - for instance, there's no point in trying to shoot a tank 4km away with a HEAT or SABOT missile. Only a TOW will 



THE SCENARIOS 

There are five major tank battles. You start to play them consecutively at the lowest rank (Private, First Class). If you succeed in all five then you 
get a promotion and must play ihem again at a higher rank. You keep on doing this until you reach the rank of Captain. This means that you'll 
have to play each battle five times untilyou win the full game. The difference between playing a battle at different ranks is that the Soviets become 
more intelligent, stronger and generally more difficult to beat. While the battles aren't too difficult to win at the lowest rank, even the most 
experienced players will find ihe highest rank battles a severe test. 

If you can get hold of the book Team Yankee, on which this game is based, you may well find the game easier to ploy. 
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r BATTLE 

Aim: 

The main assault from the Soviets will involve 
many units pouring through the gap in the 
forests at point X, on the other side of the battle 
area from where your units are located at the 
start. All of these units will assemble in the forest 
to the east of the village and then they will 
attempt a mass breakout on the road to the 
west. You HAVE to stop this breakout. 

Strategy: 

If you wait until the Soviets have assembled and 
have started pouring out through the village, 
then they will be very difficult to stop. So take 
one of your M 1 Abrams units (Unit 2 or 3) and 
quickly take up a position on the tree line of the 
forest oy the village (position A). Move your 
other units bock to the tree line (position B and C) 
and have some TOW missiles trained on the gap 
at X- When the units come within range, you 
should be able to pick them off fairly easily. By 
the time that Unit 2 (in position A] comes under 
heavy fire, then the worst of the Soviet attack 
should be over. 

Any units which do make it through the villaae 
should be fairly easy to pick off. Remember that 
Soviet tank strategy isn't very subtle. Orders 
issued before the engagement have to be 
followed, with little room for personal initiative. 
When the fighting gets to fairly close range (less 
than 1 .5km), try not to use units with TOW 
missile carriers, because these could easily be 
destroyed. 

At lower ranks, whatever damage is done to 
your units is automatically repaired between 
bottles and all of your missiles are replaced. 
Later on, less and less repair and replenishment 
is done for you, so you'll have to fight more and 
more cautiously. 

Higher Ranks: 

tn the First Battle scenario, as the rank increases 
you will find more and more Soviet vehicles 
coming through. There will also be random 
attacks from both the north (from Z) and the 
south (from Y). It is then best to move your unit 
at position C slightly further south and to put an 
additional unit in the tree line to the north of 
position B. 
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GUIDE 



Aim: 

The biggest massed attack of the 
game occurs in this battle as an 
entire Soviet tank company attempts 
to force its way through Langen to 
Korberg. You must try and stop the 
Soviets reaching Korberg from the 
west. 

Strategy: 

Since the major attack will be 
through the forest and point X, 
position your tank units in the tree 
lines at positions A, B and C with a 
TOW unit back as a last line of 
defence, just to Hie east of Korberg 
at D. If you engage the massed 
attack using your three forward 
units simultaneously, then you 
should be able to easily stop them 
reaching Langen. the closer they 
get, the more damage they will 
inflict on you. However, it isn't quite 
that simple. 

Some Soviet tank units will use the 
tracks throughout the forests and 
emerge at points Y and Z. These can 
mainly be caught by destroying 
them at points Y1 and Zl before 
they go into the forests. Whatever 
you do, you are likely to find some 
tanks have reached me forest tracks 
before you destroy them and so you 
will have to wait patiently to see 
where they emerge from (their 
routes through the forest are often 
rather random). You'll have 35 
minutes of watting to find out 
whether you've destroyed all of 
them. 

Higher Ranks: 

At higher ranks you'll h'nd many 
more random Soviet units using 
these tracks and they may well 
emerge from positions to the north 
and south of Korberg, so your unit 
there will also have to take some 
swift action if Korberg is to remain 
under Allied control. 
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Aim: 

This is an offensive battle where you must 
attempt to take hold of positions which 
are held by Soviet forces. The aim is to 
destroy units at the centre of the forest 
known as Objective Link. 

Strategy: 

The first thing to do is destroy units which 
are in the tree line of Objective Log, which 
is the forest straight ahead of you at the 
start of the scenario. If you turn on your 
infra-red straight away, you'll 
immediately see some units straight 
ahead of you (at position A). These can be 
targeted at the outset. 

This battle can be won ot all ranks by just 
using your two strongest units in the 
offensive, with your other two units kept 
in reserve and used to pick off any Soviet 
forces which come into view. You can pick 
off a few tanks in Lemm by placing your 
reserve units in the tree line at position B. 
There are many strategies which you can 
employ - but here's one that works. 

Take your two units north via the tree line 
of forest B. From here you will be able to 
pick off units at position Z. Now work in 
a broad sweep northwards, keeping 
reasonably far to the west, and keeping 
an eye on any units coming out of the 
forest at Objective Log. Now continue 
northwards and aim For the forest at the 
north (Objective Link) via the forest track 
at its west side (if you put your battle map 
onto high magnification then you'll see 
the track position as ft emerges from the 
forest}- You will find enemy units at 
position W. 

If your attack takes a long time there 
could be quite a few extra forces called 
up. You're aiming for the centre of the 
forest, so you must try to drive your tanks 
down the forest track until you meet the 
intersection of the north-south and 
east-west tracks. You'll have to make 
sure you are not using infra-red imaging 
to do this successfully. There you'll find a 
few Soviet tanks and if you catch them 
unawares and destroy them quickly, 
you'll have won the scenario. 

Higher Ranks: 

At higher ranks you'll find that you will 
have to keep your eyes peeled rather 
more. There will be random attacks 
originating from forests to the south and 
from the village of Lemm. Here your 
reserve units will be very helpful for 
spotting and destroying these extra 
forays. 



111 mi* Dame you nave to bupporr a 
group of NATO convoy vehicles from 
ine south of the battle area up to the 
village of Korberg in the north. 

Strategy: 

The convoy will start to appear on your 
barrfe map coming up from the south 
after about ten minutes. In that time 
you will have to work quite fast. First 
of all, dispose of Soviet troops dug into 
positions A, B, C and H. Take a TOW 
unit up north through the tree line to 
the east of the valley and scout for any 
enemy units lurking to the east and 
west. They will be randomly positioned 
each time you play, before the NATO 
convoy reaches the southern end of the 
map you should have moved at least 
two of your units 0.5km or so up me 
centre of the valley, keeping an eye all 
the time on the tree lines. 

The key to winning this scenario is to 
give genuine support to the NATO 
convoy as it progresses steadily 
northwards up to Korberg. If you stay 
in the tree line with all of your units, 
the convoy will certainly be destroyed. 
You must take your two strongest units 
and accompany the convoy up north. 
This means that Team Yankee will 
provide the targets for the Soviet 
attacks, rather than the convoy. 
Remember, if too many of the convoy 
are destroyed, you lose the scenario. 

Expect random attacks from the forests 
as the convoy passes from positions D, 
E, F, G and I. All of these attacks will 
come from forest tracks and so these 
will give you a good idea where to 
look for enemy activity. While Units 2 
and 3 are escorting and deflecting fire 
from the NATO units, your TOW group 
in the tree line should work steadily 
northwards to scout for any early signs 
of enemy activity. It will be particularly 
important for this group to destroy any 
Soviet forces in Korberg itself, before 
they are able to engage the convoy. 

Higher Ranks: 

At higher ranks the random attacks will 
become more numerous and you will 
have to fend off simultaneous attacks 
with more than one unit. It should keep 
the most trigger happy lank 
commander involved for hours! 
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In this bottle you have to defend 
the forest on Hill 214 from enemy 
attack. Basically, you must stop 
the Soviets from reaching the 
centre of the forest for thirty 
minutes. 

Strategy: 

The forest on Hill 214 is 
surrounded by three other forests 
and a village to the northwest, 
which is a major staging point for 
the Soviet assault. At the start, 
your forces are at the centre of 
the forest and they should be, 
very quickly, sent out to the tree 
line. Since you are going to have 
to cover the whole circumference 
of the forest, you should put Unit 
1 at position A, Unit 2 at position 
B, Unit 3 at position C ana Unit 4 
at position D. Use the forest tracks 
if you can, because you will be 
able to move faster and so, 
defend the circumference of the 
forest quicker (make sure all your 
units are travelling in column as 
they'll move down the track faster 
than if they ore in a line abreast). 

The first assaults are likely to 
come from the northwest (position 
X) and along the the road from X 
to Y, so Units 2 and 3 should be 
ready to launch weapons as soon 
as they are on the tree line. There 
will be later random attacks from 
all four positions X, Y, Z and W, 
and so after the initial assault is 
over you will have to use your 
quadrant view of the battlefield to 
keep an eye on all the potential 
attack zones. It can get very nerve 
racking waiting for these attacks 
and you need to concentrate 
pretty hard for the whole thirty 
minutes! 

Higher Ranks: 

On nigher ranks the frequency of 
attacks increases and you'll find a 
few simultaneous attacks 
occurring from different 
directions. Do not play these if 
you have an ulcer! 
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STAR TIP: HERO QUEST 

Time for a quick course in 'Adventuring Made Easy' thanks to Gareth David Roberts from 
Merseyside. 

"To obtain 5,000 gold pieces, select the Castie Of Mystery quest and try to find the mine entrance. 
Once you do, search for treasure and you'll gel 5000gps. As you know, when you try to exit the 
quest, the computer informs you that it's fool's gold and worthless. 

But if when you find the gold, you allow yourself to be killed, when you get back to the main menu, 
you'll still have SOOOgps allowing you to buy the really expensive items from the shop. You are still 
dead though. 

To remedy this, First save your dead rich hero to disk. Next, renew your character and select him for 
a quest (so that IN PLAY is written above his head). Now load in your dead rich hero and Bob's 
your game show host, you'll have an alive, rich hero. 

Now to regain all his energy, first select a team consisting of the rich hero and a wizard. Select a 
quest where the exit is in the starting room and use the wizard's magic to heal the rich hero. Now 
leave the quest, save the character and you're done. 

One last thing. Put the rich hero back into the Castle Of Mystery quest and exit straight away. This 
will allow you to attack and defend again (when carrying the gold you can't) and will boost your 



Thanks for all the 
lurveriy tips, cheats 
and pokes you've 
been sending my 
way and please, 
please continue to 
send them in as 
there will always be 
a Tips page, no 
matter who runs it, 
and a Tips page will 
always need your 
support. 

CHEATS 

R0BOC0D 

During the title sequence, type 

THE UTTLE MERMAID and the 

border should flash green. 

Now type any of the 

following: 

Enter -Invincibility 

16 or 16 and Return - 

Unlimited Lives 

P- Plane 

F - Wings 

C-Car 

B - Bathtub 

X - Level Exit 

G - Level Beginning 

M - Level Select Screen (enter 

a hexadecimal number - e.g. 

00 to 09 plus OA to OF. 50 will 

take you to the end game 

sequence) 

rR0M:MAIS0N BLANCHE, CHANNEL 
ISLANDS 

RAINBOW ISLANDS 

Type any of the following 

during the title page: 

BLRBJSBJ - Everlasting speed 

shoes 

RJSBJSBR - Infinite 
double-rainbow power 
SSSLLRRS - Speeds up firing 
rate for whole game 
LBSJRUL - Use continues on 
Robot Island and beyond 
RRLLBBJS - Turns all hidden 
bonuses into 10,000 point 
money bags 

RRRRSBSJ - Activates both of 



the above effects 
SRBJSLSB - Immediate score of 
100,000,000 points 
FROM: T. GOWLAND, 
CLEVELAND 

RUBICON 

While playing, press Space to 
pause the game. Now type 
THEREAPER to activate the 
cheat mode. You already have 
unlimited lives, but press: 
Fl to F7 for different weapons 
F10 to recharge a weapon 
To skip levels, press Space to 
pause again and press L 
FROM: MARCO SLINGERLAND, HOLLAND 

WWFWRESTUMANIA 
To beat your opponent and 
win the belt, simply go to the 
top left comer and get into the 
ropes. Your opponent will 
follow you so jump off the top 
rope and perform a flying 
kick. Immediately get up and 
repeat. When your opponent 
has no more energy, fall on 
top of him and you will win. 

MANCHESTER UNITED EUROPE 
To score goals, simply run 
straight towards the 
goalkeeper's box, holding 
down the fire button. When 
you reach the semi-circle 
outside the box, release the 
fire button and immediately 
move the joystick left or right 
(depending on which wav you 
are shooting). This will always 
work if performed properly. 



LEVEL CODES - POPULOUS II 

Just one code but a very special one. No doubt most of you are 
stuck in 

Populous II, but one particularly skillful chap has managed to 
complete the whole thing (and Vm not talking about any of the 
guys al Bullfrog). Simon Atkins from Shropshire is the guy and 
he s provided us with almost all of the codes. Because of space 
though, we're just going to print one: 



HELPING HANDS 

Dear Bran, 

Please, please help me with Sierra's Police Quest. I can deal with the 
disturbance at Carol's Caffeine Castle, but when I pull over the drunk 
driver, I can't arrest him. I type Arrest and it says it is not necessary 
yet, and the same when I try to handcuff him, I know that I have to 
arrest him, so please help me, 
Tm Martin, Newport, Gwrrt 

The following procedure should help you to put him behind bars: 
Walk up to the man's window and type Smell Breath, Get License, 
Get Out, Administer Field Sobriety Test, Cuff Man, No (when be asks 
you to cuff him at the front), React Rights and Arrest man. Now take 
nim to jail. 



Dear Brian, 

I'm having a 



e trouble with The Secret of Monkey Island. When 
break the prisoner out of jail, he just runs away and I can't find 
enough money to buy a snip. I broke into the safe but it's still not 
enough. This is my first adventure and I'm stuck! 
Ertward Todd. Ne»tia»en, East Susiei 



Don't worry about the prisoner. Once you've bought a ship, he n 
come back. To buy the ship, get the credit slip from the safe and go to 
Stan's Used Ship Emporium. Keep talking to Stan until you start to 
haggle over the large ship at the bock. Go through all the 'optional 
extras' and say no to all of them. Keep offering the lowest amount of 
money until he accepts. 



■ THE ONE APRIL 1992 



100% MEGADRIVE 

THE BEST ADD ON MONEY CAN BUY FOR YOUR MEGA DRIVE IS HERE! I 



The definitive complete games guide with every 
title individually reviewed & rated. 

► More Power packed Megadrive info than all 
other "so called" Sega Mags put together 

^ Over 100 Essential games reviewed in full 
colour 

► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing quides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIDE TO MEGADRIVE 
AT ONLY £2.95! 

Available in all good Newsagents now!! 

But if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending it to: Complete guide to Megadrive/ 
Priory Court, 30-32 Farringdon Lane, London, 
EC13AU. 



NOW ONLY 
AVAILABLE 
THROUGH 

MAIL ORDER 



■ OOOH! QUICK! Send me a copy of the complete guide 
to MEGADRIVE because I'm really desperate! I enclose a 

I cheque/postal order for £3.45 (£9.95 + 50 p post and 

■ packing) made payable to Mean Machines. Overseas 
| orders send £5.00 cash (UK Sterling only) 



Address 



| Name 

I 
I 
I 
I 




The first comprehensive guide 
to PC Entertainment and more! 



review 




^ Offering more than entertainment, 
PC Review tackles graphics, 
sound, hardware and productivity 
based software like no other 
magazine can. 

|^ FREE discs for you to sample the 
best in entertainment software. 

|( FREE supplements covering the 
best games by genre. 

JC Comprehensive reviews and 
qualified information about past, 
present and future software. 

|C Huge Shareware section 
News section 
Buyers guide 

|^ Packed with editorial about the 
ultimate in entertainment software. 

PC Review - available from all 
good newsagents NOW! 




Well, the Contacts 
section never did 
grow big enough to 
take over the world 
did it? Seems like 
my plans for world 
domination will 
have to be 
scrapped now I'm 
off won't they? 
Still, I dare say the 
Contacts section 
will continue to 
thrive in my 
absence, so keep 
on sending them in 
if you want to be 
mentioned. 
Remember though, 
DON'T USE THE 
PHONE ANYMORE if 
you want to get in 
touch with a 
contact, use the 
post, it's a lot less 
bother. 




NAME; James Jogger 
ADDRESS: 44 Ryfand Road, 
Welton, Lincoln, LN2 312 
GAMES: APB, Awesome, Baal, 
Back To The Future 2 & 3, 
Batman The Movie, Beach Volley, 
Blues Brothers, Cadaver, Castle 
Master, Chuck Rock, Cruise For A 
Corpse, Double Dragon, Driller, 
Duck Tales, Dynamite Dux, Elite, 
Flood, Gods, Hunter, Ikari 
Warriors, Ironlord, James Pond, 
Kid Gloves, Klax, Last Ninja 2, 
Lemmings, Lombard RAC Rally, 
Lotus Esprit Turbo Challenge, 
Lotus Turbo Challenge 2, Manic 
Miner, Mega lo Monio, Menace, 
Mickey Mouse, Midniaht 
Resistance, Monty Python's Flying 
Circus, Ninja Spirit, Nitro, North 
and Soulh, Obitus, Pipemonio, 
Police Quest, Populous, Populous 
with Data Disk Promise Lands, 
Powermonger, Prince of Persia, 
Rainbow Islands, Rick Dangerous 
1 & 2, Robocop 2, Rocket 
Ranger, Scorpion, Shadow of the 
Beast 1 & 2, Silkworm, Sim City, 
Sim City Terrain Editor, 
Speedball, Speedball 2, Stuntcar 
Racer, Super Cars 1 & 2, Super 
Hang On, Superwonder Boy, 
Teenage Mutant Hero Turtles, 
SWIV, The Secret of Monkey 
Island, Treasure Island Dizzy, 
Turrican 1 & 2, Wings, Xenon 2. 

NAME: Paul Brown 
ADDRESS: 1 5 High Street, 
Clapham, Bedford, MK41 6EQ 
GAMES: Alien Breed, Another 
World, APB, Battle Isle, Battle 
Master, Battle Squadron, 
Barbarian 2, Bloodwych, Carrier 
Command, Chambers of Shoalin, 
Conflict Europe, Dragon's Breath, 
Dragons of Flame, Escape From 
Colditz, Eye of the Beholder, 
Golden Axe, Grand Monster 
Slam, Head Over Heels, 
Hostages, Interceptor, Leisure Suit 
Larry. Lombard RAC Rally, Lost 
Patrol, Midnight Resistance, 
Midwinter 1 & 2, Nebulus, Nitro, 
North and South, Operation 
Stealth, Pocmania, Populous 1 & 
2, Robocop 1 & 2, Rocket 
Ranger, Starglider 2, Stunt Car 
Racer, Turrican, Untouchables, 
Warlocks Quest, Wings of FU7, 



Wrath of the Demon. 

NAME: llkka Neuvonen 
ADDRESS: Vaskirinfeentie 13 B 3, 
47200 Elimaki, Finland 
GAMES: Arkanoid, Atomix, 
Batman The Movie, Battle 
Squadron, Beach Volley, Blues 
Brothers, Chase HQ, Chuck Rock, 
Defender Of The Crown, Dogs of 
War, Double Dragon, Dynamite 
Dux, E-Motion, Escape From The 
Planet Of The Robot Monsters, 
Flood, Hero Quest, Indy 3 
(Adventure!, James Pond, 
Lemmings, Lotus Esprit Turbo 
Challenge, Lotus Turbo Challenge 
2, Manchester United Europe, 
Manioc Mansion, Midnight 
Resistance, New Zealand Story, 
Nitro, North And South, Oops 
Up, Pocmania, Prince of Persia, 
Rainbow Islands, Rick Dangerous, 
Rock N Roll, Secret of Monkey 
Island, Silkworm, Skidz, Space 
Ace, Speedball 2, Spherical, 
Supercars 1 & 2, Switchblade 2, 
SWIV, Toyota CelicaGT Rally, 
Turrican 1 & 2, Turtles, Where In 
The WoHd Is Carmen Sandiegp, 
Zak McKraken. 

NAME: Russell English ^ 
ADDRESS: Woodland House, 
Church Lone, Ringwould, Deal, 
Kent,CT14 8HR. 
GAMES: Barbarian 2 (Palace), 
Barbarian 2 (Psygnosis), Beach 
Volley, Bart VS The Space 
Mutants, Bubble Bobble, Captain 
Planet, Chuckie Egg, Licence to 
Kill, Lemmings, Lombard RAC 
Rally, Magic Pockets, Operation 
Harrier, Pac Land, Rainbow 
Islands, Robocop, Rick 
Dangerous, Run The Gauntlet, 
Running Man, Star Wars Trilogy, 
Twyfvte, Treasure Island Dizzy, 
TMH Turtles. 

NAME: Wayne Morris 
ADDRESS: 92 Alderue Ave, 
Sharstan, Wythenshawe, 
Manchester, M22 7DD 
GAMES: Days of Thunder, IK+, 
Lemmings, Line of Fire, Lombard 
RAC Rally, Lotus Turbo Challenge 
2, Magic Pockets, Man Ufd 
Europe, MicroProse Soccer, 
Pacland, Supercars 2. 



NAME: Ashif Ali 
ADDRESS: 1 97 Moffat Road, 
Thornton Heath, Surrey, CR7 8PZ 
GAMES: Altered Beast, Beach 
Volley, Brat, Chase HQ 2, 
Chronos Quest, Chuck Rock, 
Chuckie Egg, Continental Circus, 
Duck Tales, Dynamite Dux, Final 
Fight, Gods, Golden Axe, IK+, 
International Soccer Challenge, 
Italy 1990, Ivanhoe, James Pond, 
Kick Off, Kick Off 2, Lemmings, 
Lotus Esprit 2, Magic Pockets, 
Midnight Resistance, Narc, Nitro, 
Oops Up, Quick + Silva, 
Rainbow Islands, Rick Dangerous 
1 &2, Robocop 2, Roger Rabbit, 
R-Type 2, Silkworm, Speedball 2, 
Spy Who Loved Me, SWIV, Toki, 
Turrican, Turrican 2, Wild Streets, 
Wings Of Fury. 

NAME: Mandeep Singhrao 
ADDRESS: 1 05 Park Avenue, 
Southall, Middlesex, UB1 3AJ 
GAMES: After The War, 
Afterburner. Altered Beast, Battle 
Squadron, Budokan, Beach 
Buggy, Beach Volley, Chuckie 
Egg 1, Chase HQ I & 2, Double 
Dragon 1 , 2 & 3, Dynamite Dux, 
ESWAT, F- 18 Interceptor, Final 
Fight, Final Blow, Final Whistle, 
Gods, Golden Axe, Hunter, Hard 
Drivin', Hybris, Indiana Jones and 
the Last Crusade, Ikari Warriors, 
IK+, Indy 500, James Pond, Kick 
Off 1 & 2, The Killing Game 
Show, The Killing Cloud, 
Lemmings, Midnight Resistance, 
Magic Pockets, Navy Seals, Narc, 
Nitro, Ninja Remix, Oops Up, 
Outrun, Outrun Europa, 
Pitfighter, Pang, Predator 2, 
Panza Kick Boxing, Prehistorik, 
Rick Dangerous 1 & 2, Rodland, 
R-Type, Robocop 1 & 2, Rolling 
Ronny, Road Blasters, ST Dragon, 
Streetfighter, Switchblade 2, 
SWIV, Silkworm, Speedball 1 & 
2, Stunt Car Racer, Super Hang 
On, Shadow Dancer, Shinobi, 
Turrican, T-Btrd, Terminator 2, 
Test Drive 1 & 2, Thunderhawk, 
Toki, Untouchables, Vigilante, 
WWF Wrestlemania, Wonder 
Boy in Monster land, Xenon II, X- 
Out, Z-Ouf, Zork, Zone Warrior. 



THE END 

For me at any rote. Well, it's finally over. 01' Bri is off into the sunset never to return (well, maybe 
one day). Once again, thanks to everyone who's contributed to this section, especially Mr. Geoff 
Fowler whose marvellous illustrations have graced these pages month after month and have helped 
to convey more information than a thousand words ever could. Thanks olso to Heather and Gordon 
whose many tireless hours of patience were greatly appreciated. Well time and space are up. Ifs just 
left to say, for the last time, see ya! 



NEXT MONTH IN 





Za\C3DC3/ 




GAMES 
MAG 




The thing they're already calling "The Next Issue" is taking shape and, 
by Jupiter, it's a stunner! If you haven't already read about the thrilling 
changes planned for the magazine as a whole, we suggest you flick 
back to page 1 8 and feast your eyes. If you have, all that remains is for 
us to tempt you with the features we've got planned... 



THE MAGNIFICENT SEVEN 

Seven top games designers. One Pub. One 
tape recorder. 

THE ULTIMATE AMIGA 
GAMES-STATION 

Think your games set-up is the last word? 
Think again. Use our definitive guide and step 
into the 90's, guy! 



THE AMIGA'S 1 0 
MOST WANTED 




incorporating ^^Q^ 

New Look, New Team, 
New Levels of Excitement! 

On Sale 

21 April 



A rogues' gallery of ten of the toughest, low- 
down, dirty, scum-sucking sprites ever seen 
on the Amiga and how to kill 'em! 

REVIEWS: 

Indiana Jones 4 
Jaguar XJ220 
Guy Spy 
Wizkid 

The Addams Family 

Hook I * 

Eye of the Beholder 2 
...and many more! 

PLUS! 

Finally! Yes. The time of waiting is over. For 
this is the month that the WWF Wrestlefest 
Coin-op Competition takes place! 

PLUS! 

HUMANS! - A Lemmings-beater from new 
firm Mirage? 




52Mb HARD DRIVE 



GREAT VALLEY PRODUCTS INC 



QUALITY AMIGA PERIPHERALS 
WITH 2 YEAR WARRRANTY 

Silica Systems are pleased lo present the GVP 
range ol peripherals (or the Amiga. GVP are 
the world's largest third party manufacturer 
of peripherals for the Amiga and have a 
reputation for high specification, quality pro- 
ducts. The company was founded only three 
years ago by a man who understands the 
Amiga - Commodore's ex-Vice President of 
Technology. He, along with a team of Amiga 
experts including other ex-Commodore staff, 
can claim to understand the add-on require- 
ments of Amiga owners better than anyone. 
Not only do GVP provide the peripherals that 
Amiga owners want, they also offer peace of 
mind, wifh a 2 year warranty on their products. 
So. if you are looking for the very best in 
Amiga peripherals, look no further than GVP 

SOUND SAMPLER 

This is a complete tow-coal sound and 
music solution Un Ihe semi- 
professional and Ihe audio hobbyist. 
The system consists ot a small, high 
quality B-bil stereo sound sampler that 
con nods in lo (he parallel port on any 
Amiga 500. 1500, 2000 or 3000 Com- 
bined with one ol the tastes), mod 
powerful and easy-to-use sound and 
music editing programs available 

Any RCA-rype audio source can be 
connected to the sampler, giving you 
a vast array ol elects such as. fiber, 
reverb, echo, fade in/out, etc Supports 
MIDI instrument and can ceate 
songs in multiple Mo formats inctudrng 
Sound Tracker 

• Ml Stereo Sample/ 

• Plugs mto parallel port 

• Extensive eoinng features 

• Utorts witn ail Amioas 



FOR THE 

AMIGA 

500 



< 





• i 
GVP 



£5995 

K«i — ■ mis ar 



52Mb HARD DISK DRIVE 

New stdte-oMnc-ari r internal Quantum hard disk drive. 

LIGHTNING QUICK 11ms ACCESS 

A i.KIOK pet second transfer rale maMs Ihrs the fasttfl 
hatd d'tvB available lor the Amioa. 

LEADING EDGE TECHNOLOGY 

HKjMech custom VLSI and Faaast ROM chips. 

8Mb RAM SOCKETS - UNPOPULATED 

inside every unit there are sockets to expand the Amiga's RAM oy 8Mb 

USES EASY-TO-FIT 1Mb/4Mb SIMMs 

lo upgrade the memory of yout GVP HDB* up to 4Mb. please quote 
order rel MEM 3639 at C4995 per megabyte. Alternatively, lo upgrade 
your HRa+ to 8Mb, please outer 2 MEM 3849 at C1W95 per 4Mt> SIMM. 

CUT-OFF SWITCH FOR GAMES 

The GVP HDfl-t features a unique switch to 'cut off" the hard 
disk for games that won't wort with a hatd disk. Most other 
drives requite unbolting from the Amiga. 

•MINI-SLOT EXPANSION 

This slot has been buili-in to alow dilute expansions to be 
made without using risky 'Pass-through' techniques 

EXTERNAL SCSI PORT 

You can add up to 6 external SCSI devices, eg CO-ROM. 
tape streamers, additional hard drives, scanners, etc. 

STYLE CO-ORDINATED 

The GVP H08+ is perfectly matched in colour and 
style lo the Amiga 500. 

DEDICATED PSU + FAN 

Following Commodore s recommendations for Amiga 
peilphetats. the GVP HD&V is supplied with lis own 
external power supply and cooling tan. 

FREE 2 YEAR WARRANTY 




WHAT THE PRESS SAY 

'Superb build, excellent aesthetics and blinding speed mate this the 
Best A500 hard drive..' . amioa shopper 

'GVP claims this is the testes! hard drive in the world and none of our 
tests could prove that wrong.' - auiga shopper 

'Overall: Untouchable. THE choke.' ■■■■■■■ shopper 
'Still the best hard drive .... 92H' . amioa format 
'The laslesl hard drive we've had the pleasure 
ot using' amiga coMPtirma 



GVP HD8+ 52Mb HARD DRIVE 

£399 

INCLUDING VAT & DELIVERY - ntf: HAR 0652 
C599 WITH 105Mb HARD DISK - rel: HAR 0905 



AMIGA 1500 + 2000 + 3000 PRODUCTS 




22MHz ACCELERATOR 

• 22MHz 61&/.W CPU 

• 6888? 72MHz maths co-pnx 

• 1Mb 32t»t RAM installed 

• Gtpmfi fo 13Mb 32-bit RAM 

• 32-bit SCSI controller on board 

In* d. u*i. Qualify SHOO »co— latoi, 
wtury upgraM. SCSI Om'cs mlartai* 
s>u ?aasr -aim Looama anrd -<*>". 
r» paries nrnhiavr dUio* upgmfeM 
ta t«p Arnga ll 4 nipplea . ,;r, 1MD 3Jbi 
RAM.nmJcanbe icgraandio HMb.lJ-6! 
HAM n«*a KfuiimneV ' tarns* fcstm 
o«i * MWH Amioa 1500WO 

(VOt/flst 
UPG 192? 



£599 




33MHz ACCELERATOR 

• 33MHz 68030 CPU 

• 68882 33MHz maths co-proc 

• 4Mb 32-bit RAM installed 

• Expands to 16Mb 32W RAM 

• 32-bit SCSI controller on board 

This hut 68030 eooaleralor. manvyy 
-Dg'Sde and SCSI rjevce irantace Board 
Do.vmi unuynpimaing ipeeo and par ■ 
'.-.v.. a nign pice II can lake 

HMO RAM and n u«noa «rv, 4MD 
ST an RAM mewled along *en a 0006? 
•namacotrotewot «■.»» appro* "5 Wo 
tasun inan a toward Amiga -SOOTODD 

UPG 1933 



£1299 




50MHz ACCELERATOR 

• 50MHz 68030 CPU 

• 68882 50MHz maths co-pnx 

• 4Mb 32-bil RAM installed 

• Expands lo 32Mb 32-bil RAM 

• 32 to Af hard drive controller 
Tim W71E5T iWW can? anj mormy, 
-flUr»m aoilaDle Inim OVP Fealuring a 
O/CtX CPU turning at SOMKr onward 
memory eipantion lo 32MB at 3? Ort RAM 
*rd an IDE Kan! ffiat drl>* inleriace all on 
one cam MtMrc yon Amiga run aporca U 
!ito* tanar Itian a (liriiaia Amiga 

teootWBg 



(Hal Bat 
UPG 1954 



£1799 



IMPACT II HC8 

• W>do range ot dnve sizes 

• 52Mb and 105Mb Options 

• On-card 8Mb memory sockets 

• Uses easy to install SIMMs 

• Supports virtually any SCSI dtvke 
Tril* « IN aqwalem nl iha HD6- hart 
On*. Dul br Iha Amga i»0 ar>0 MOO 
n*o)eB. H IgaUtN ihe tame onmalinod 
racilain and p#tfnmanca gnlng unrrisll 
ed pomr Wth GVP I mnmailva cunom- 
chip design, easy and mar Inanely inauin 

1 and Rottave the HCB is boh pomi 
tu 1 ana m** in »w. 
E299 «: - 52Mb HAR 1352 
E499 k * 105Mb * HAR 1405 




150Mb STREAMER 

• Over 6Mb per minute back-up 

• he GVP's TapeStore software 

• Mount:, m the 5'. ' drive bay 

• Optional external casing 

• Includes I DCI50 cartridge 

This high pertormam madia back*up lapa 

IIIiMith. ■>.).■ 1. ~m i.soi riiapy 

oarOiO ISOMD DCtW umtdoM W«i 
bacaup ipai M in nceaa o> BMp par 
minuia. Da GVP WTlSO n a tut t*i •<*- 
nam aar*AO "Mind B dfer peace ol nww 
b- whM M TnaWTifOiaoatWanw 
•vguim SCSI rriailacs vnt\ at impaci ll 

£749 s 



Orte R«l 
HAH 1715 




IMPACT VISION 24 

• 788 x 580 PAL resolution 

• Supports composite video. 
S-VHS and RG8 signals 

■ Broadcast quality genlock 

• Range ol software supplied 
TMi m Ihe vwy UMat 3*tut PtoMaUnBl 
VWen AOirKi It IMjii IS ndkr coloun 
on acraen at on<e. Dw«<n ganlocli. Dktei 
**e*. Iiama Uufai. frama grKtw waJaMM 
Wye* Suppliod eilh Catigati X) naMadrg 
andiandenng k"to». Stall IV?* -Weo us 
ing aornvara. plua Maim Paint J4*li pain 
paik^a 



£1799 



VID 7074 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY: On all naro«are otders shipped Hi the UK mainland 

• TECHNICAL SUPPORT HELPLINE: loam ol technical experts at your service 

• PRICE HATCH: We nor malty matcn competitors on a "Same product - Same pnee" oasts 

• ESTABLISH ED 12 YEARS: Proven track record In professional computer sales 

• euSWESS * EDUCATION * GOVERNMENT: Volume r*5count3 available lor large orders. 

• SHOWROOMS: Demonstration and training ladlities at our London & Sidcup branches 

• THE full STOCK RANGE: All ol your requirements horn one supplier 

• FREE CATALOGUES: Will be mailed to you with otters and software/peripheral delairs 

• PAYMENT: By cash, cherjue. all major credit cards, or extended payment plan 

Betorn you OociOO when to Buy you' new Amiga products, vro suggest you Wink very carefully about 
WHERE you Buy Inem Conn-Urn Wiat it will be Ilka a lew monms aner you have made your purcnase. 
whan you may require additional peripnetals or software, or help and advee And. will the company 
you Buy from contact you with details o* new produCU? At Silica Systems wo ensure thai you will have 
nothing lo worry about We nave Been established lor over 12 years and, wth our or" r- ailed eipeiience 
and eioertiBe. we can now claim to meet ou' cusumers 'eaunemenls wtth an unde<standing which 
a second to none But Oont just lake Our word loi It Complete and return Ihe coupon now for our tales! 
Free literal in e and begin to experience the "Sthca Systems Service". 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



MAIL ORDER: 

Cdf Unea Open 

LONDON SHOP: 

Openmg noum 



1-4 The MewD. 
Won Sal SOOanveOflpin 



LONDON SHOP: 

Openmg Houm 

SIDCUP SHOP: 



Hjinerley Rd. Stdcup. Kent. 0A14 4DX W: 0»t 301 1111' 
No l — Naatt OpenlBsj Fa» No Ofjeaoine 

5? Tottenham Court Road. London. W1P 0BA W: 071-5*0 4000 

Won -Sal SMameO Opm «*n in ft Openifig _ Fai'Jn 071-.W1 «73; 

Sellndgas (in ttanrl 0«lo« Street^ London. W1A1AB W: 071-629 1234 
Won Gal 930am ftOQpiTi Lew Nig M Thmdet unDIBp™ EHentlm i 1WU 

1-4 The Mews. Halhetley Rd. SWcup. Kent. 0AI4 40X lii: 011-302 Mil 

"i" 'nxmm ',xy~. ie>»^i Futa, unrti 7pr. Fa> no otiooaooir 



To: Silica Systems. Depl 0NEAM-1291-68, M The Mews. Halhertey Rd. Sidcup. Kent, M14 4DX 



I PLEASE SEND ME GVP COLOUR LITERATURE 
I 



Mr/Mrs/Ms: Initials: 



Surname: 



Address: 



Tot (Home): 



*'»» » 







Tel (Wtxh): 



Company Name (ll applicable): .. 



^Which computer(s), il any, do you own? 

r«Of ^Minimi anut w w'uiom ma> - t"» lojm Di m» I 



Advertisement 





The Most Explosive 
Arcade Machine 
youVe ever seen!! 





he prize is worth a cool 

£4000! 




0891 101990 NOW! 



.4 



WIN A SEGA 
MEGADRIVE! 




PLUS A COMPLETE SET 
ELECTRONIC ARTS GAMES! 



WHEN YOU HAVE TO SHELL OUT AROUND £30 A GAME FOR YOUR 
MEGADRIVE WHAT BETTER PRIZE TO WIN THAN 25 OF THE BEST 
GAMES AROUND! PLUS WE'LL THROW IN A CONSOLE TOO!! 



0891 101994 NOW! 



Calls cost 36p (cheap fate) and 48p (at all other times) per minute incl VAT. The lines are unofficial and have no connection with th 
featured artists or their business organisation. Competitions close on April 30th 1992. Maximum length of call is approximately 5 

minutes which will cost £1 .80 at cheap rate. Matrix Solutions Ltd. Bristol, BS1 3RH 



